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SUMMARY

This paper provides the entire proceedings of the Second Intelligent Tutoring Systems
Research Forum, which was sponsored by the Air Force Human Resources Laboratory with the
assistance of Southwest Research Institute, and which was held in San Antonio on 6-7 April
1989. The purpose of the Forum was to assemble 11 invited speakers--all experts in the field
of artificial intelligence in training--to speak to over 100 representatives of the Department ot
Defense, academia, and industry on the problems of representing various kinds of knowledge
within an Intelligent Tutoring System (ITS). Among these kinds of knowledge are domain
expertise (the knowledge to be taught to the student), instructional knowledge (knowledge of
how to teach), and the student model (knowledge about who is being taught). Representation
of each kind of knowledge presents special computational challenges to a system designer;
further, integrating these knowledge types so that the tutoring system can begin to approximate
the high quality of good human instruction also presents significant challenges.

Related peripheral issues are also addressed in these proceedings. Some of these issues
include measuring and evaluating the effectiveness of ITSs, and defining the changing roles of
literacy and text in intelligent computer-aided instruction.

The central thrust of this volume is toward recognition of ITS design as an increasingly
complex and integrated task involving multidisciplinary teams of experts in domain, instruction,
and assessment. The early days of ITS design provided us with a cohesive component-based
architecture for the design of ITSs; in these papers, however, the distinctions between such
components blur and break down as designers attempt to capture a widening range of the
complex cognitive tasks involved in instruction.
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PREFACE

The purpose of these Proceedings is to document, explore, and clarify the dimensions of
knowledge representation in the development of Intelligent Tutoring Systems (ITSs).
Knowledge representation is a critical issue in the design of ITSs; this Forum presents multiple
viewpoints on this issue. In doing so, the Forum itself (and these Proceedings) represents a
set of stimuli to existing research and development efforts--both contractual and in-house--for
the Training Systems Div;sion, and well as to other Department of Defense research
organizations (such as the Army Research Institute and the Office of Naval Research). We
expect that these Proceedings will provide new directions for thought and investigation for
several years to come.

We gratefully acknowledge the contributions of all the speakers represented in these
Proceedings. In addition, we acknowledge the administrative support of Ms. Rose Reyes,
and the scientific and technical support of Mr. Frank Hughes and Drs. Joseph Psotka, Susan
Chipman, and Kurt Steuck, who chaired sessions of the Forum. Finally, we are grateful for
the support of the many employees of Southwest Research Institute who contributed to the
success of the Forum in various significant but hidden ways.
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THE DIMENSIONS OF TOMORROW'S TRAINING VISION: ON KNOWLEDGE
ARCHITECTURES FOR INTELLIGENT TUTORING SYSTEMS

Hugh Burns, Lt Col, USAF
Chief, Intelligent Systems Branch

James Parlett, Major, USAF
Deputy Chief, Intelligent Systems Branch

Air Force Human Resources Laboratory
Brooks AFB, TX 78235

In the twenty-first century, a technical trainer's professional credibility will depend in part on
how well her or she has kept up with Intelligent training systems. Plainly stated, technical
trainers cannot afford artificial intelligence illiteracy in tomorrow's electronic schoolhouses. They
cannot afford it for their professional lives; they certainly cannot afford it for their students'
futures. An "Intelligent computer of some sort is clearly on the practical horizon. Technical
trainers need to be able to exploit it, and-better yet--need to be afforded the opportunity to
help design, develop, test, and evaluate intelligent training systems. But until training instructors
and managers have some empirically validated proof of the new "intelligent" training vision
research scientists imag!ne, -intelligent tutoring systems (ITSs) will not be wisely and widely
used. Researchers and users must therefore come together frequently in forums to learn, to
ciarify, to explore, and to discuss the dimensions of tomorrow's training vision.

Designing, developing, and evaluating intelligent tutoring systems is not so much a strategic
matter-what things to do-as a technical enterprise-how to do things. Figure 1 portrays the
overall evolving architecture of a practical Intelligent tutoring system.

M DM I I

L  INSTP R UT IONA INTELLIGENT

A EXPER INTERFACE

II
Figure 1. Intelligent Tutoring System Architecture.



The research and literature have laid out a fundamental, highly interactive set of components.
In Foundations of Intelligent Tutoring Systems [8], the foundational anatomy was used to discuss
research issues within each of the separate components--though all of the authors knew how
difficult it was to separate, if you will, the dancers from the dance. In the forum this year,
the issues have been broadened to emphasize the interactivity of the major components in the
design. This year we will be exploring the dimensions of expertise, instruction, literacy, and
application.

Now, here is what we need a better understanding of:

* Domain Knowledge: The Expert Dimensions
* Teaching Knowledge: The Instruction Dimensions
* Communication Knowledge: The Uteracy Dimensions
* Meeting Users' Needs: The Application Dimensions

ON DOMAIN KNOWLEDGE: THE EXPERT DIMENSIONS

Trends in technical training today suggest a balanced view of declarative knowledges and
procedural skills: Instructors are articulate about the domain facts, as well as the skills they
wish to see demonstrated. Many are also concerned about the learning processes students
use to master various technical skills, such as the specific troubleshooting or operational
procedures the trainees use to solve the problem. As such trends continue, then intelligent
tutoring systems can be valuable allies.

The current design of ITS is closely tied to how an ITS presents the domain to a student.
Figure 2 highlights the dimensions of device or operational simulation, the domain expert, and
the intelligent interface.

Domain knowledge is most often represented operationally. Most ITS design is featured on
the user interface. The domain obviously has implications for how a tutor is conceptualized
and how a student views the instruction. Most important'v, the knowledge acquisition investments
for domain representation are the major roadblocks in tutorial development.

The design of the domain knowledge structures includes depicting properties of the domain
itself and the tasks to be trained. Some domain knowledge is unstructured, but most domain
knowledge is highly structured and specific. Theoretical knowledge might appear in a large,
multi-user knowledge base in a more structured fashion; for example, presenting a particular
viewpoint within the knowledge base that has been created based on the needs of a specific
goal for using the knowledge base. Some tasks have no generic viewpoint; equipment design,
for example, may Implicitly represent the important features in an operations console. Even in
domains that do not have a task-defined interface--such as programming, algebra, electronic
troubleshooting, or writing--relevant and often creative representations can be designed and
presented. Representations are based on how experts understand and interpret the task domain,
and potential areas of development will demonstrate static, procedural, and even "automatized"
tutors.
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Figure 2. Domain Knowledge Architecture.

How domain knowledge Is represented and used In a computer program depends on the
task to be performed. The task as it breaks down into goals of a training system provides a
viewpoint about the basic knowledge in the domain. For example, in the domain of jet engine
mechanics, the task of diagnosing malfunctions generates various viewpoints of the knowledge
about aircraft, mechanics, and electronics. Such viewpoints might include a functional
representation that fosters a mental simulation of how the engine works or an experientially
based representation which provides quick condition-action, pattern matching capabilities. Some
high-performance domains require viewpoints on the knowledge that include physical skills.

An intelligent tutoring system can help a technical instructor train more efficiently, but a
huge question remains: Can an intelligent tutoring system help trainees learn how to perform
their real jobs more effectively? The honest, intuitive answer is: "It depends." A more honest,
intellectual answer is, "We do not have enough empirical data to cite a significant difference."
However, if both students and Instructors form an alliance to use Intelligent training systems
appropriately, then students should perform their jobs more effectively. Some preliminary
evidence suggests that technical trainers often have not developed an adequate sense of how
specific technical specialties can be viewed in this larger job/task context, and so have not
been able to pass that "big picture" knowledge on to students.

Intelligent computer-assisted instruction is often controversial because it takes an explicit
domain point of view. Its value Is determined by how robustly the instructional environment
captures the domain design, how "smartly' the domain expert Is represented, and how capably
and flexibly the Instructional intuitions are represented within the machine. This evolution,
however, means that in the near future Intelligent training systems are more likely to be
appreciated for the "tools" which are emerging for domain design and delivery rather than as
"tutors" In and of themselves.

3



ON TEACHING KNOWLEDGE: THE INSTRUCTIONAL DIMENSIOP.S

The single, major advantage of an intelligent tutoring system is simply achieving a more

favorabie teacher-student ratio. One-on-one tutoring is not new. Any teacher or coach who

is trying to improve performance of a skill can attest that the .nore time they can spend

one-on-one, the greater the likelihood that a student's performance will improve. So, intelligent

tutoring systems potentially allow more one-on-one instructional efficiency and, thereby, leverage
more instructional effectiveness. But there are challenges.

Proposed architectures for representing teaching knowledge in intelligent tutoring systems
can be described both in terms of how that knowledge can be understood and how it can be
represented as sets of domain-independent tutoring strategies. Teaching knowledge can a-so
be used to develop methods to generate answers and explanations from instructional knowledge
bases in which a coherent viewpoint is tailored to the individual student's leeds. From a
researcher's point of view, explanation generation with and without the benefit of a student
model could empirically evaluate the robustness of the student model itself. Consequenty, tools
to encode an instructional expert to control knowledge in intelligent tutors will involve representing
multiple knowledge concepts and proposing alternative teaching tactics. Figure 3 depicts the

interaction between the instructional expert module and a dynamic student model, as well as
the delivery implications for a learner-friendly intelligent interface.

S 
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Figure 3. iaching Knowledge Architecture.

Many technical trainers are convinced that today's Inflexible or brittle software does lot
significantly help them meet the needs of their students. Not many technical trainers are
convinced that the computers reach individual students with Individual help. Much of this brittle
software sits on the shelf in the "training research laboratory' waiting to be prescribed. The
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solution is to create flexible software that permits teacher-controlled modifications. An intelligent
tutoring interface should be an electronic mirror reflecting what students want to do and what
instructors want students to do--allowing both to think more about their choices. In whatever
way a technical training instructor perceives skill development, an Intelligent training system
must allow appropriate opportunities for instructors to intervene precisely in the student's learning
process. Instructors also want more control over supplementary materials; they want to have
authority over software prescriptions. Because they want the capability to reinforce their students
personally, instructors should have the capability to customize software and to at least influence
the architecture of an instructional expert module.

In the near term, computers will provide recordings of a student's problem-solving processes
so that students may observe their own performances, as well as the performance of experts.
Such ITS experiences will offer a time-compressed view of the tactics involved in solving a
technical problem. The "compression of process" will allow for awareness of past habits to
more fully inform future problem-solving. Imagine seeing electronic troubleshooting expertise
in motion. In the long term, as more and more "artificial intelligence" Is designed into the
instructional expert, applications will be even more individualized. These trends are unmistakable.
Researchers must keep investigating how humans learn and teach so that intelligent computers
wil surprise us even more in the future.

The tutors which educators and technical trainers will use must give students a strategic
sense of purpose, must encourage them to .,l4..ppropriatelywwith an outcome in mind, must
coach them to perform efficiently, and must have them recognize effective job performance.

ON COMMUNICATION KNOWLEDGE: THE LITERACY DIMENSIONS

Intelligent tutoring systems that are capable of training students In complex problem-solving
tasks require human/machine interfaces that are extremely flexible. "Interactivity' Is undoubtedly
the real strength of and hope for intelligent tutoring systems. The set of instructional activities
in an intelligent tutoring system provides a way for investigating, exploring, and stimulating the
communication processes in learning.

In many human/machine systems, the parameters and requirements of the communication
protocol are well understood. Databases, for example, "expect" users to ask questions which
the system is programmed to answer. Traditional computer-based instruction asks questions,
and students answer. But our vision of communication between a human and an intelligent
tutoring system is far more demanding.- An intelligent tutoring system should be able to tell
stories and run simulations. It must be able to explain itself in an accessible way. It must
be able to communicate its own "expectations" to a student. It must "listen." In short, an
intelligent tutoring system must be able to perform many of the communication skills handled
so fluently by human teachers. But how? The design demands of intelligent tutoring systems--with
so many graphics options, so many text and language choices--make it almost impossible for
domain experts to select a single communication model.

Figure 4 portrays how the communication architecture expresses the necessary relationship
between the user and the interface, all under the control of the Instructional expert.
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Figure 4. Communication Knowledge Architecture.

Yes, Interactivity should be Incorporated Into ITS dialogues, but what techniques should be
used to achieve them? Language-based? Graphics-based? Both? Should students type their own
short answers In their own words rather than selecting them from a menu of multiple choices?
Should students type explanations for their answers? What about knowledge-based interactions?
Should students be able to try many alternatives? Should students be able to create and play
and explore? Some student/computer Interactions are moving toward more student-centered,
reactive learning environments. Microworids demonstrate the effectiveness of such instructional
environments. Clearly, any ITS will need a library of examples, Including examples of failures
and exceptions. And such an ITS will necessarily be versatile In its presentation of those
examples, providing the student with multiple occasions in which his or her creativity,
problem-solving, and learning skills might be developed.

In the absence of such occasions for creativity, exploration, and self-generated questions,
the student will have no mental "hooks" on which to hang his or her burgeoning knowledge.

Such creative tutoring systems will require that students ask and systems answer, but in
such a way that the student must ask more and fruitful questions, that students explore "garden
paths," that students enter willingly and fully Into the problem-solving sessions. In other words,
such tutoring systems must ultimately communicate a dramatic sense of play, exploration, and
instruction to a student. To engage students in learning, then, tutoring systems must enact
and communicate a clear and versatile pedagogical stance.

ON MEETING USERS' NEEDS: THE APPLICATIONS DIMENSIONS

To effectively meet the varied needs of ITS users, we must first consider the identity of
potential ITS users. The most Important ITS users-learners-must have prerequisite skills,
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knowledges, and epistemologies in order to learn from an ITS. Instructors must also have
ways of managing and modelling curricula Involving ITS in a way that promotes efficient, effective,
and fexile instruction. Finally, decision makers must have credible information about the
effectiveness of Intelligent instructional technology in training and educational settings.

Figure 5 portrays the concept of multiple intelligent tutoring systems meeting these users'
needs in one-on-one instructional settings. Here the emphasis is on the flexibility of the
intelligent systems to deliver cost-effective and instructionally effective training. And from the
interactions of the learners with an ITS, Instructors and decision makers (and ultimately, the
ITS itself) will themselves learn to better meet the learner's needs.
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S EXPERT

M I
U ! I
L ____INSTRUCTIONAL INTELLIGENT
A EXPERT INTERFACE

TI

Figure 5. Meeting Users' Needs: Flexibility and Effectiveness.

Current literacy theory-ideas about how people learn to read and write-must inform the
construction and evaluation of Intelligent tutoring systems. The multiple perspectives of students,
many of whom are underprepared in literacy skills (not to mention computer skills), must be
accounted for. Understanding literacy today means understanding a plurality of literacies. Good
reading or good writing varies across cultural and disciplinary communities and, undoubtedly,
the relationship between literacy and educational technology will increase as new technologies
such as hypertext and hypermedla systems are Introduced into the construction and design of
Intelligent tutoring systems. Plainly stated, we cannot assume that students possess requisite
reading and writing skills for complex problem-solving tasks, such as operating and learning
from ITSs. Neither can we assume that the literacy of one group or culture maps clearly onto
the literary Implicit (or explicit) in the design and operation of technology in general, and ITS
in particular.
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"To realize the promise of intelligent tutoring systems, teachers must be confident in their
own abilities. Further, teachers and trainers must develop new, prescriptive models of instructional
design and delivery. Instructional sciences and arts will expand as this novel technology and
theories emerge. Instructional design itself will be conceived of as a problem-solving framework.
Within this framework, ITS will provide a means to discuss the processes and knowledges.
involved in training and education.

How will ITS technology transfer from promising demonstrations to real training settings?
Modern-minded Instructors may eventually wish to advise decision makers about technical
curriculum changes, domains, device simulations, subject-matter experts, Instructional routines,
and interventions, as well as evaluation and security matters. Teachers, learners, and planners
alike must constantly engage in a process of technology assessment, a process of examination
that leads to a clear and effective transfer of ITS technology from the research laboratory to
the classroom.

This technology transfer must Involve validating methodologies, articulating appropriate
variables, gauging the social settings, as well as considering the range of external motivations--to
include the political uses of such assessments. Another related technology transfer complication
is cost, both In terms of time to become well acquainted with the various intelligent software
packages and in terms of the funds required to purchase and maintain artificial intelligence
software.- Decision makers need to be given time to learn about specific operating systems,
to survey the diverse tutoring applications, to read the documentation, and to plan potentia!
intelligent tutoring applications. Uke teachers, decision makers must know what It means to
learn. In addition, instructors need training and training support-just like anyone else from
whom expertise is expected. Very few military, industry, and even academic managers are
promoting adequate training for their faculties and staffs in the area of advanced training
technologies; they assume Instead that faculty will train themselves if they care enough. Intelligent
training systems help students, Instructors, and decision makers only if wise investments of
time, money, and personnel are made at all levels.

THE DIMENSIONS OF TOMORROW'S TRAINING VISION:
A FINAL PERSPECTIVE

Can an intelligent tutoring system help a learner become a better technician, a skilled job
performer more in touch with the processes of equipment diagnosis, equipment operation, and
organization support? Yes, and technical trainers must lead novices to this journeymen's
realization. The-Issue Is not just whether students have improved individual performances but,
more Importantly, whether or not they have developed and internalized more effective ways of
learning while In the act of performing their technical jobs.

The outlook for Intelligent tutoring systems is bright, though technical trainers face quite a
charge. In the next few years, however, such responsibilities will seem more and more natural.

If technical training Instructors have complex domains to simplify, then they can use expert
representations and advanced Integrated interfaces masterfully. If instructors better understand
the nature of teaching, then they can design machines which can tutor effectively. If instructors

8



better understand the dynamic features of communication, then they can individualize instruction
efficiently. If train-ers and researchers alike are committed to meeting users' needs, then they
can provide the right people for the right jobs at the right time.

Intelligent tutoring systems--tools for the twenty-first century--are machines which improve
and evolve. With them or without them, the Air Force will fly, the Navy will sail, the Marines
will land, and the Army will roll. But with wise decisions about how intelligent training systems
will supplement technical training, operational training, team training, embedded training, and
exportable training, the very enterprise of learning complex technical skills promises to be more
efficient, more effective, and much more exciting.

9
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REPRESENTING AND TEACHING HIGH-PERFORMANCE TASKS WITHIN
INTELLIGENT TUTORING SYSTEMS

J. Wesley Regian
Senior Scientist

Intelligent Systems Branch
Air Force Human Resources Laboratory

ABSTRACT

Intelligent Tutoring Sy'stems (ITSs) are advanced Computer-Based Training (CBT) systems
which utilize Artificial Intelligence (Al) technology to allow highly individualized instructional
interactions with students (Soloway & Littman, 1986; Wenger, 1987; Yazdani, 1986). This paper
describes a currently implemented Intelligent Tutoring System (ITS) developed at the Air Force
Human Resources Laboratory (AFHRL) that teaches cognitive skills associated with performing
an instrument-only landing in a fighter airplane. The ITS was developed not as an actual
training device for instrument flight but as a testbed for the application of Al to training in a
class of task domains (and task components) that have been referred to as high-performance
tasks (Regian & Shute, 1988) and real-time tasks (Ritter & Feurzeig, 1988). In high-performance
tasks, there is more of a requirement for speeded, reliable, and automatic task performance
than is found in the typical knowledge-rich ITS domains (e.g., medical diagnosis, -electronic
troubleshooting). The Instrument Flight Trainer (INFLITE) trains students to land a simulated
aircraft (F-16) using instruments only. During the process, an intelligent coach monitors the
student and provides guidance just as an instructor pilot might guide a student pilot. This
guidance is presented verbally, using a speech synthesis device to simulate human speech.
The system supports a variety of instructional approaches Including the capability to freeze the
simulation to give guidance, prebrief students before training sessions, generate guidance in
real time during training sessions, debrief students after training sessions, anticipate student
errors in real time based on prior student performance, and generate part-task drills to achieve
performance goals.

INTRODUCTION

Researchers at AFHRL are applying a taxonomy of learning skills (Kyllonen & Shute, 1987)
to the pedagogical issues surrounding ITS design and development. The taxonomy provides

a means of categorizing target domains and consequently specifying the appropriate training
approaches for particular ITSs. This paper focuses on an area that has only recently been
investigated by the ITS community: a class of tasks referred to as high-performance tasks
(Regian & Shute, 1988). In high-performance tasks, there is more of a requirement for speeded,
reliable, and automatic task performance than is found In the typical knowledge-rich ITS domains
(e.g., medical diagnosis, electronic troubleshooting). This paper describes an INFLITE developed
in the Training Systems Division at AFHRL to evaluate methods for using Al to train
high-performance tasks.

INFLITE is In no sense a serious attempt to develop an application-ready instrument flight
training device. Rather, INFLITE is a testbed system designed for the purpose of evaluating
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promising approaches to training high-performance tasks. The decision to use flight simulation
as the prototype domain was guided by a desire to use an inherently Interesting tAsk to increase
motivation in experimental subjects.

INTELLIGENT TUTORING SYSTEMS

Computer-Aided Instruction (CAI) is a mature technology used to teach students in a wide
variety of domains. The introduction of Al technology to the field of CAI has prompted research
and development efforts in an area known as Intelligent Computer-Aided Instruction (ICAI). In
.some cases. ICAI has been touted as a revolutionary alternative to traditional CAl. "With the
advent of powerful, Inexpensive school computers, ICAI is emerging as a potential rival to CAI"
(Dede & Swigger, 1987). In contrast to this, one may conceive of CBT systems as lying along
a continuum which runs from CAI to ICAI. Thus, ICAI may be seen as an evolution of CAI
rather than as a revolutionary alternative. The key difference between the two perspectives is
that in a revolution the old guard is dismissed and replaced, whereas in an evolution the old
guard is a foundation to be built upon. An important implication of the "evolution" perspective
is that we are less likely to throw out the strengths and accomplishments of the old guard.
This perspective does not imply, however, that there are no important differences between CAI
systems and ICAI systems.

For my purposes, I discriminate among CBT systems according to the degrec to which the
instruction they provide is Individualized. My choice of this particular dimension is based on
more of a desire for utilitarianism than for precision. A great deal of data from the educational
literature Indicates that carefully individualized instruction Is superior to conventional group
instruction (Bloom, 1984; Woolf, 1987). Thus, an important way In which CBT systems differ
is in the degree to which their behavior is modified by an inferred "model of the student's
current understanding of the subject matter" (VanLehn, 1986). The CBT system that is less
intelligent by this definition, I conceive of as CAI. Similarly, the system that is more intelligent,
I conceive of as ICAI Often, ICAI systems are referred to as "Intelligent Tutoring Systems, or
ITSs" (Sleeman & Brown, 1982). This term is particularly appropriate, as it brings to mind
one-on-one tutoring.

With respect to individualization, it Is Important to note that virtually all traditional CAI
systems are Individualized in the sense that they are self-paced, and many are further individualized
by virtue of branching routines which allow different students to receive different instruction.
CAI systems with branching routines are, in fact, more individualized than those without branching
routines. Thus, they are more Intelligent by the current definition (although in a weak sense,
as we shall see). Nevertheless, in branched CAI the instructional developer must explicitly
encode the actions generated by all possible branches, and there Is a finite number of possible
paths through these branches. As one moves further away from the CAI to the ICAI end of
the continuum, one begins to see a very different and more powerful approach to individualization.
This more powerful approach Is touched on by Wenger (1987) when he refers to explicit
encoding of knowledge rather than encoding of decisions (p. 4). An ITS (a term which probably
should be reserved for systems which are very far toward the ICAI end of the continuum)
utilizes a diverse set of knowledge bases and inference routines to "compose instructional
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interactions dynamically, making decisions by reference to the knowledge with which they have
been provided" (Wenger, 1987, p. 5).

The ITS Anatomy

In an ITS, Individualized instruction is an emergent property of several interacting components.
ITSs often consist of four, sometimes five, distinct components. These are the expert module,
the instructional module, the student model, the interface, and often a device simulation or
other instructional environment.

The expert module Is a programmed representation of expert knowledge in the target domain
(that which is being taught). It Is almost identical to what is commonly known as an expert
system, except in this context it is often very articulate (able to generate some form of rationale
for its actions) and capable of generating alternative solution paths (rather than a single "best"
path). The expert module brings domain knowledge to the ITS. In some useful sense, the
system "knows" how to perform the task which It is seeking to teach, and can demonstrate
that knowledge.

The instructional module is a programmed representation of expert knowledge on pedagogy
In the target domain. It is generally not articulate but is usually capable of generating alternative
instructional approaches based on the current knowledge level of the current student. Although
the expert module typically derives from knowledge engineering accomplished with an expert
practitioner in the target domain, the instructional module may derive from knowledge engineering
accomplished with an expert instructor in the target domain (which may or may not be the
same person as the expert practitioner), with a general training specialist, or both.

The student model constitutes a repository for information about each student that uses the
system. It differs from the expert and instructional modules in that it is a mere shell at the
beginning of an Initial tutoring session, whereas the latter two are generally complete when the
development of the ITS Is crmplete. At the beginning of an initial tutoring session, the student
model is merely a place to store specific kinds of information about students in particular
formats that will be useful for the instructional module to access. The student model is
dynamically updated during tutoring sessions to maintain current Information about the student
such as what the student knows, what the student does not know, and misconceptions the
student may have. The student model brings situational awareness to the ITS. Thus, the
system "knows" whom it is teaching and can make Informed decisions about what to teach
next and how to teach it.

The Interface provides the methods by which the student interacts with the ITS. The interface
may include such output methods as computer-generated graphics and text, recorded video
images, or speech synthesizers; and such input devices as a mouse, keyboard, touchscreen,
joystick, or voice recognition system. One Important point about the interface is that it should
be as simple as possible so that learning to use the ITS does not interfere with learning from
the ITS.
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Many ITSs (e.g., STEAMER, IMTS/Bladefold, Sherlock) use an embedded computer simulation
of an electrical or mechanical device to provide an instructional context, or environment. That
is, the device simulations are used to teach operation or maintenance of a specific device in
the context of an operating model of the device. Other ITSs teach a body of knowledge that
is not specific to any particular device, and yet they use other kinds of simulations to provide
instructional environments. For example, Smithtown uses a simulation of microeconomics
operating in a small town, and the Orbital Mechanics tutor uses a simulation of orbital dynamics.

Knowledge-Rich Versus High-Performance Domains

Traditionally (if the term applies to a technology less than 20 years old), ITSs have focused
on knowledge-rich domains such as electronic troubleshooting, physics, economics, and medical
diagnosis. Furthermore, they have focused on the higher-level problem-solving components of
these domains even though knowledge-rich domains almost Invariably involve components of
expertise, sometimes called enabling skills, which can be characterized as high-performance
components. For example, electronic troubleshooting involves schematic-tracing, which is
supported by the ability to immediately and accurately combine gate inputs to determine the
output of a particular gate type as represented on the schematic. Similarly, expert performance
in theoretical physics requires total facility with basic math and algebraic skills. Human instructors
can recognize deficiencies in basic enabling skills (especially in one-on-one tutoring situations)
and apply methods to correct these deficiencies.

ITSs as a rule are not sensitive to deficiencies in basic enabling skills, even though they
are not difficult to identify. Moreover, computers are particularly well suited to providing "he
kind of drill-and-practice exercises that can correct the deficiencies. In generating instruction
for knowledge-rich domains, ITSs may be sensitive to the full range of performance determinants
for the domain, and have appropriate routines available for remediation. Furthermore, there is
a place for ITS technology even in primarily high-performance domains such as air traffic control,
air intercept control, typing, mission control console operation, and simple equipment operation.

TUTORS FOR HIGH-PERFORMANCE TASKS

Any training program should be designed with an awareness of the underlying cognitive
operations that support performance in the targeted task or domain. Tasks may depend on
greater or lesser contributions from declarative knowledge, procedural knowledge/skill, or
performance skill determinants. These categories of cognitive operations may be said to lie
along a continuum which runs from more knowledge-based to more performance-based (see,
for example, Kyllonen & Shute, 1987). Though most complex tasks are supported to some
degree by all of these categories of operations, many tasks are heavily weighted toward one
end of the continuum. Some tasks, for example, are very knowledge-based, such as electronic
troubleshooting or medical diagnosis. Other tasks tend to be much more performance-based,
such as air Intercept control or typing. Although both types of tasks require a certain amount
of knowledge to support performance, knowledge-rich tasks require greater depth and breadth
of knowledge and are less reliant on performance-basd skills. The more performance-based
tasks, on the other hand, often require key task components to be cognitively automatized to
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the point where task performance is smooth, fluid, and effortless. Such an assimilation, or
"automatization," of the task has important benefits. For example, automatized task performance
allows the individual to perform other functions at the same time and renders task performance
highly reliable under stress (Schneider & Shiffrin, 1977) and highly resistant to skill degradation
(Regian & Schneider, 1986).

The Role of Automaticity in High-Performance Skill Training

The automatic/controlled processing framework (Shiffrin & Schneider, 1977) provides a
theoretical approach to training high-performance skills. The framework posits two qualitatively
different forms of processing that underlie human performance. Automatic processing is fast,
parallel, fairly effortless, not limited by short-term memory capacity, not under direct subject
control, and used In performing well-developed skilled behaviors. This mode of processing
develops when subjects deal with training stimuli In a consistent manner over many trials.
Controlled processing is slow, effortful, capacity-limited, subject-controlled, and used to deal
with novel, inconsistent, or poorly learned information. This mode of processing is expected
at the beginning of practice on any novel task, and throughout practice when a subject's
response to a stimulus varies from trial to trial. In this framework, high-performance skills are
trainable because they involve components that can be executed rapidly, reliably, and with little
effort, freeing cognitive resources for performing other non-automatic tasks (see Schneider,
1985).

In designing training procedures for high-performance tasks, two important findings from the
automatic/controlled framework should be considered. The first centers on the distinction
between consistent practice and varied (or inconsistent) practice. Consistent practice produces
substantial improvements in performance as automatic processing develops (e.g., 98% reduction
in visual search comparison rates, Fisk & Schneider, 1983). Varied practice utilizes only ontrolled
processing and produces little improvement in performance (e.g., no change in letter search
performance over 4 months of training, Shiffrin & Schneider, 1977). The second finding centers
on the amount of effort required to perform automatic processing tasks. Consistent practice
greatly reduces the amount of effort required to perform a task, allowing controlled processing
to be allocated to another task. When subjects have already developed automatic processes
to perform one task, they can learn to 'ime-share another task with little or no deficit. After
20 hours of consistent practice in two search tasks, subjects were able to perform both tasks
simultaneously nearly as well as they could perform each separately (Fisk & Schneider, 1983;
Schneider & Fisk, 1982a, 1982b, 1984). In addition, automatic task performance has the
advantage of being far more reliable under stress (see Hancock & Pierce, 1984).

The acquisition of skill with practice is assumed to result from the development of automatic
processes which are used to perform consistent task components. Any applied skill of reasonable
complexity is likely to involve both consistent and Inconsistent components. Thus, an empirically
verified componential breakdown of a complex skill is useful for training. Performance on
consistent components is likely to change significantly over extensive practice, whereas
performance on inconsistent components is likely to asymptote relatively quickly. Automatization
of consistent components has the benefit of freeing up processing capacity that may theh be
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applied to Inconsistent components. Furthermore, automatization of consistent components may
be facilitated during training by allowing trainees to attend fully to the isolated components.

Part-Task Training Again?

Component-based or part-task training is not a new idea. The part-task training literature
especially Is replete with examples of failed training procedures. Nevertheless, many procedural
training programs informally break down the training into parts which are trained individually
and then in aggregate. For example, flight instructors often teach students a procedure to
scan instruments during flight. This instrument drill is practiced in isolation until the student
is comfortable with the procedure. Practice is provided on flight simulators, and students are
sometimes encouraged to practice on aircraft in the hangar. By the time the student is actually
flying an airplane, the Instrument drill is supposed to be 'second nature." Under the current
perspective, the Instrument drill is a task component that should be trained to automaticity so
that controlled processing is freed up during flight for aircraft control. Next consider the
problem of trying to do calculus without first automatizing basic math and algebra skills. If
the algebraic skills are not automatic, they will be unreliable when performed concurrently while
allocating controlled processing to performance of the calculus task. The student would be
more likely to be error prone, slow, and unable to perform complex problems. For many tasks
it is Important to automatize key components of the task.

Time-Compressed Training

One of the benefits that falls out of a componentlal approach to training is the capability
of providing a large number of trials for any given component in a relatively short period of
time. For example, in an air intercept control training regime for Naval Air Intercept Controllers
it Is Important to be able to visually estimate the angular heading of a radar blip within 5
degrees of accuracy. This level of accuracy takes an average of 2,000 training trials to achieve
in laboratory tests. Under normal training conditions, this many trials would require about 5.5
weeks of training time. In a time-compressed angle judgment module, Regian and Schneider
(1986) had students perform a video-flash-card version of the task. In this form, students
experienced 2,000 trials of the critical task In 3 hours and achieved the requisite accuracy.

Al for Drill and Practice?

Artificial Intelligence programming techniques are, of course, not required for building simple
drill-and-practice exercises. The "Intelligence" in high-performance training would be manifest
in decisions regarding exercise selection and sequencing, decisions rules for when to move
from one exercise to the next, and perhaps in real-time generation of specialized drill-and-practice
routines. For example, in air Intercept control, suppose that the student quickly developed
facility with Identifying radar blip headings that were near the cardinal points (00, 900, 1800,
2700) but was still error prone when identifying other heading angles (e.g., 27). An intelligent
system would note this fact and generate drill-and-practice exercises that were. heavily weighted
with noncardinal practice trials. In most cases, however, tasks are not purely high-performance
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or knowledge-rich but rather, involve both kinds of components. Aircraft piloting, for example,
involves both skill and knowledge.

INFLITE

The INFLITE system trains students to land a simulated aircraft (F-16) using instruments
only. INFLITE runs on AT-class microcomputers. It is written in the C programming language
and uses the CLIPS1 expert system shell. The system was designed primarily to operate with
a joystick, but also supports a keypad interface. For optimal utility, INFLITE requires a peripheral
voice synthesis device capable of converting an ASCII character stream into articulated speech.
Such devices are commonly available and relatively inexpensive. The program presents an
accurate real-time simulation of the Interactions among essential flight instruments, balancing
processor time among the different functional units in order to avoid disruption of the display.

The display interface to INFLITE consists primarily of the HUD (Head-Up Display), which
presents speed, altitude, heading, flight path ladder, center indicator, and Instrument Landing
System (ILS) beam indicators. In addition to joystick (or keypad) control, the student may
toggle on-screen panel lights which depict the status of the landing gear, afterburner, wheelbrake,
and airbrake.

INFLITE was designed as an ITS "shell" that will support a variety of instructional approaches
including the ability to freeze the simulation to give guidance, prebrief students before training
sessions, generate guidance in real time during training sessions, debrief students after training
sessions, anticipate student errors in real time based on prior student performance, and generate
part-task drills to achieve performance goals. Following is a description of the initial version
of INFLITE.

In the initial familiarization session, the student is given a guided tour of the display interface
by an articulate coach. As the coach describes each component of the interface, that component
is highlighted on the screen. Next, the student is given a series of practice exercises to
engender familiarity with methods of controlling the simulation. When the coach is satisfied
that the student is sufficiently acclimated, the student Is allowed to begin training trials.

At the beginning of each training trial, the simulation commences with the aircraft in flight,

under normal flight conditions and randomly positioned with respect to the target airstrip. The

goal of each training trial is to successfully land the aircraft. To do this, the student must
follow heading information from flight control, use the joystick to turn the aircraft to successive
temporary headings, locate the ILS beam, and follow this beam down to the airstrip.

During each training trial, an Intelligent coach monitors the simulation (airspeed, heading,
deviation from ILS beam, etc.) and provides guidance just as an instructor pilot might guide a
student pilot. This guidance is presented verbally, using a voice synthesis system to simulate
human speech. The student also receives instructions from a ground-based flight controller,
again using synthesized speech but with an alternate voice. During early training trials, the
coach may choose to freeze the simulation to give guidance. During all trials, student performance
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information is recorded for later use in prebriefing, interactive comments, and postbriefing by
the flight coach. During the postflight debriefs, the coach reviews the student's performance
in comparison to performance on earlier flights and highlights specific areas to be worked on
in future flights. During early training trials, the coach provides guidance and feedback to the
student based on real-time observations, as well as by anticipating problems based on typical
novice tendencies. In later training trials, the coach additionally anticipates problems based on
the current student's performance history. During the preflight briefs, the coach reminds the
student of problem areas that were identified in earlier flights.

The intelligent tutoring is handled by the expert, coach, and student modeling modules built
with the CLIP' expert system.2 The expert outlines suggested pilot actions and judges flight
conditions. For example, the expert may suggest a change to a heading of 90 degrees to
move the aircraft toward the ILS beam center. If the student does indeed choose to move
toward the beam, the expert will note the heading chosen and the effect on the alignment of
the craft with the ILS beam. The expert reports to the coach any motion toward or away from
the landing goal and its subgoals. The student never hears directly from the expert. Instead,
the expert provides information to the coach, who decides how best to interact with the student
from an instructional perspective.

The crach uses information such as expert performance data, average student performance
data, current student performance data, and the history of the current student to make instructional
decisions. For example, the coach may choose to intervene with the student by generating a
simple warning ("Wes, you've drifted off course again"), by selecting a part-task drill, or by
freezing the display and generating a lengthy description of the problem. In the current version
of INFLTE, the display is frozen only in early training trials, such as the first time the student
encounters the problem of being aligned with the beam according to the ILS scales but moving
away from the beam due to an incorrect heading.

The student modeling module records the student performance profile, which includes:
latency and accuracy measures for key task components, common errors (mastered, unmastered,
and presented but unlearned), deviations from the expert-suggested actions, short descriptions
of the starting flight conditions and the history of the flight, and any coach conclusions.

SUMMARY

Intelligent Tutoring Systems should be sensitive to the full range of oerformance determinants
for their target domain, and should be capable of generating instructional exercises that are
appropriate. Many important tasks such as aircraft piloting, complex equipment operation, and
electrunic troubleshooting Involve both knowledge-rich and high-performance components. At
the AFHRL, we are investigating ITS architectures that can support the full range of training
approaches that are required for these kinds of tasks.

INFLITE is a prototype example of a potential class of intelligent microprocessor-based
training simulators with the goal of filling the gap between classroom instruction and expensive
simulation time. Such a class of simulators would be useful during initial training and for
refresher training. INFLITE Is a hlgh-cognltve-fldelity/low-physical-fidelity simulator targeted to
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teach key cognitive skills required for high-performance tasks after declarative instruction and
prior to high-physical-fidelity simulation instruction.

INFLITE will be used as an experimental testbed for purposes of evaluating the relative
training effectiveness of various approaches to automated training of high-performance skills.
For example, variations on the system are being developed with additional flight condition and
effect simulations, increased student analysis, and increased student-coach interaction initiated
by the student pilot. The goals of this work are to extend the range of domains for which
ITSs can be applied and to increase the effectiveness of ITSs for knowledge-rich domains. In
addition to providing guidance for the development of tutors in high-performance tasks, the
principles developed here will apply to intelligent tutoring of high-performance task components
within knowledge-rich domains.

Notes

1. The C Language Integrated Production System (CLIPS) was developed by the Artificial
Intelligence Section (AIS) of the Mission Planning and Analysis Division (MPAD) at NASANJSC.
INFLITE uses version 4.2, which was developed under joint funding from NASA and USAF.

2. For interested programmers, the following is an example of a CLIPS rule definition in
INFLITE. The keyword of the definition is "defrule" for "define rule." Tile name of the rule
follows the keyword, then the verbal description. This rule retracts the suggestion that an
action be performed to increase the reading on a gauge. The student could have been flying
too low relative to his distance to the airport, and has just made the correction himself. The
"?request" line triggers the matching of this rule. The subsequent lines ( up through the "= >")
grab the gauge reading and test for the suggested correction. If the correction has been
made, the right-hand side of the rule is executed, the suggestion is retracted, and a message
is printed to the screen.

defrule EndLowValueCorrection
"Retract a suggested increase in a gauge reading"

?request <- ( correctionPerformed ?gauge positive ?magnitude
?gaugestatus <- ( gaugeconditlon ?gauge tooLow ?minValue

( ?gauge ?curValue )
( test ( ?minValue ?curValue))

( fprintout t crlf "LOW Speed correction followed..." cdf
retract ?gaugestatus

retract ?request ))
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ISSUES IN REPRESENTING KNOWLEDGE
FOR TRAINING

HIGH PERFORMANCE SKILLS*

Pamela K. Fink
Southwest Research Institute

San Antonio, Texas 78284

SUMMARY

Hoy knowledge is represented and used in a computer program is dependent on the task
to be performed. The task to be performed, namely the goal of a training system,
provides a viewpoint on the generic, primary, or basic knowledge about the domain. For
example, in the domain of automobiles, the task of diagnosing malfunctions generates
various viewpoints of the knovledge about cars, mechanics, and electronics. Such
viewpoints might include a functional representation that allows a mental simulation of
how the automobile works, and an experientially-based representation that provides quick
condition-action, pattern matching capabilities. Some domains, namely ones that could be
called "high performance," require viewpoints on the knowledge that include physical
skills. An example is the operation of a console in the Mission Control Center at NASA's
Johnson Space Center. Such skills require both a knowledge of the capability which is
indicated by accuracy, as well as the ability to perform the task quickly and accurately
while doing something else. Representing the accuracy of the task involves the more
traditional approaches, while representing the "knowledge" that indicates the speed and
automaticity issues is a somewhat novel viewpoint and requires further research. An
intelligent tutoring system in the area of mission control console operations is under
development that will be capable of training to automaticity a specific task. It is
serving as a vehicle for research into hoy knowledge in high performance domains can be
represented and used. It will also be used to research the effectiveness of an
intelligent tutoring systems approach to training in high performance domains.

KNOWLEDGE REPRESENTATION

Knowledge representation is one of the major areas of research in artificial
intelligence (AI) today. It could be defined as the organization and codification of
knowledge, and the placement of the result into a computer program in some kind of
computer useable form. What kind of knowledge is organized and codified has changed
through the years, depending on the current philosophy for building an intelligent
system. Earlier work, during the 1960's, emphasized the representation of general
problem solving knowledge. The goal was to keep knowledge about a specific problem area
to a minimum and to use powerful universal problem solving techniques that would be
capable of solving any type of problem. Later york, during the 1970's and 1980's, has
emphasized the representation of more specific, domain-oriented knovledge. Here the
object is to fill a computer program with as much knowledge about a particular problem
area as possible and to use weaker, but more specific, techniques to solve a specific set
of problems. The first paradigm resulted in the development of general purpose problem
solvers while the latter has resulted in expert systems.

Support for this research was provided under RICIS Research Activity No. ET.5 (NASA
Cooperative Agreement NCC 9-16) through funding from the Air Force Systems Command's
Human Resources Laboratory.
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The current design pLinciple for intelligent systems, namely "in the knowledge lies
the pover" [Feigenbaum, circa 19801 meaning that the amount of power or intelligence
displayed by a computer system is directly related to the amount of specific,
domain-oriented knowledge th3t is embodied in it, has led to an increase in the
impurtance of knowledge representation to the field of AI over the last fifteen years.
The current practical success of the area of AI knovn as expert systems is a direct
result of this pragmatic approach to building intelligent systems. This technology
fosters the belief that intelligent behavior can result from the appropriate application
of specific knovledge in a given situation, so much york has centered around hov to get
such specific knowledge into a computer program and applied at the appropriate time
during a problem solving task. Today still, the approach is very problem and
domain-oriented, which is quite different from the earlier york in general purpose
problem solvers. Experience has shown that reasonably intelligent behavior can be
obtained by a computer program if the system has all of the specific, detailed knowledge
for what to do in all of the situations that it may face. The result has been the
development of a multitude of intelligent systems, usually referred to as expert systems,
but better described as "idiot-savants." Such systems can be developed to have near
expert capabilities in the particular problem solving area for which they have been
vell-prepared with knowledge, but they break down quickly as the problem moves out of
that specific area.

Over the years the research in knowledge representation has resulted in- the
development of various techniques for representing knowledge, including production rules,
frames, semantic netvorks, and scripts. Each of these techniques is best-suited for
representing a particular kind of knowledge. For example, production rules work well for
more dynamically-oriented knovledge based on heuristics and condition-action pairs. For
more static knowledge, frames work vell for representing hierarchies of objects with
their attributes and values while semantic networks handle the representation of
relationships well. Combinations of these techniques, such as rules that manipulate
frames or semantic networks that connect sets of frames into relationships, is also
possible. All of these techniques are very good for representing the kinds of knowledge
used more or less consciously during a problem solving task. They can represent classes
of objects in the world (ie. frames) or chains of reasoning in a particular situation
(ie. production rules).

Knowledge representation is an important issue in an intelligent tutoring system
(ITS) because it is by this means that the system obtains a knowledge of the domain to be
tutored, as well as a knowledge of what the student does and does not know. These
portions of an ITS are often referred to as the expert and student modules, respectively.
In addition, an ITS uses the knowledge from these two modules, along with some form of
teaching knowledgef to determine how to proceed during a training session. Thus,
representation of knowledge of various sorts is essential to the development of an ITS.

The following section provides a general discussion on issues involved with
representing domain knowledge in an ITS. Then the problems involved specifically with
training in a type of domain referred to as "high performance" are described as well as
the hierarchy of knowledge that must be trained in order for a student to proceed from
novice to expert in a high performance domain. Finally, the issues involved with
representing and using such knowledge in an ITS to train will be analyzed, followed by a
discussion of a particular system that implements these ideas for intelligent tutoring of
a high performance domain, namely propulsion console operations in the Mission Control
Center at NASA's Johnson Space Center.
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REPRESENTING DOMAIN KNOWLEDGE IN AN INTELLIGENT TUTORING SYSTEM

Though some work is again underway to represent generic domain knowledge independent
cf the task to be perforwed [PorLer et al., this volume], most representations center
around the development of an appropriate task-oriented viewpoint of the knowledge. This
same philosophy is reflected even in the definition given by Waterman in his book A Guide
to Expert Systems for the term "representation", which he defines as "the procisis7
orrmu-u'al't ng or viewing a problem so it will be easy to solve" (Waterman, 1986, p. 111.

Thus, the selection of one or more of the various knowledge representation techniques for
representing the knowledge in a given situation depends on the task to be performed as
well as the inherent structure and nature of the domain. The task to be performed,
namely the goal of a training system, provides a viewpoint on the generic, primary, or
basic knowledge about the domain. For example, in the domain of automobiles, the task of
diagnosing malfunctions generates various viewpoints of the knowledge about cars,
mechanics, and electronics. Such viewpoints might include a functional representation
that allows a mental simulation of how the automobile works, and an experientially-based
representation that provides quick condition-action, pattern matching capabilities.
Figure 1 illustrates this notion of a task-oriented viewpoint that creates a projection
onto the more generic, task-independent version of the knowledge.

One would hope that work in ITS's could benefit from all of the research and
experience that has accumulated in knowledge representation and expert systems. At first
it seems reasonable to assume that an expert system for a particular task should be
useful as the expert module in an ITS. This is unfortunately not always the case for
various reasons, a major one being that an expert system developed without tutoring in
mind will most likely not embody the knowledge to be trained in an appropriate format for
training. An expert system may be able to solve a problem but not necessarily in the way
that one would wish to train people to do it. Some work has been done in the area of
representing and using knowledge in a way similar to human experts for certain training
tasks such as diagnosis [Smith et al., 1985, for example] but mun work still remains.
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Figure 1. Creating a Knowledge Projection by
Using Experience to Enforce Structure on the

Primary Knowledge of a Given System
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Furthermore, the knovledge representation techniques used in expert systems are not
always vell-suited for representing the "knowledge" required for training certain types
of tasks, such as those involved with the performance of a certain skill. These kinds of
domains require a viewpoint on the knowledge that includes physical skills, so one would
not tend to build an expert system to perform the task in the first place. These skills
require both a knowledge of the capability vhich is indicated by accuracy, as well as the
ability to perform the task quickly and accurately while doing something else.
Representing the accuracy of the task involves the more traditional approaches in
knowledge representation, while representing the "knowledge" that indicates speed and
automaticity issues is a somewhat novel viewpoint. To perform a particular skill
initially does require a certain amount of knowledge and some conscious thought when
using that knowledge. However, as an individual solves more and more problems and gets
better and better at a given task, this knowledge somehow becomes easier to use. An
experienced expert, especially in a performance-based task, is much quicker at finding
and using the appropriate knowledge to solve a particular problem. Through experience,
the more general, novice-type knowledge gets reshaped into more specific, expert-type
knowledge while not losing its original more fundamental useability. This transition
from novice to expert in a human during learning is an important issue for knowledge
representation in an intelligent tutoring system. It is of particular importance in the
training of performance skills where the original knowledge is no longer even used, at
least consciously, to perform a given task. Such domains are referred to as "high
performance" domains [Regian and Shute, 1988].

Host of the intelligent tutoring research to date has focussed on tasks from
knowledge-rich domains. For example, Anderson's Lisp Tutor [Anderson, Farell, and
Sauers, 19841, Brown and Burton's SOPHIE system for electronic diagnosis [Brown, Burton,
and deKleer, 19821, Carbonell and Collins' SCHOLAR system for-South American geography
[Carbonell, 19701, and Voolf and McDonald's MENO-TUTOR for diagnosing non-syntactic bugs
in computer programs [Voolf and McDonald, 19851 all deal with domains that emphasize the
conscious use of knowledge. Such tutoring systems attempt to impart certain static
and/or procedural knowledge that the student is then tested on as much for the knowledge
content, as for the problem solving skill.

Tasks which are primarily performance-based have not attracted much intelligent
tutoring research attention to date. Tutoring systems in these domains must be capable
of imparting not only a certain amount of knowledge but also of drilling the student in
the use of this knowledge to the point where the student need no longer concentrate on
the actual problem solving task. At this point, the task is "automatized," and the
individual is free to concentrate on other, more cognitively demanding issues while still
performing the trained task. Testing to determine if an individual has a particular
piece of knowledge is quite different from testing to determine if he/she has automatized
a particular skill based on that knowledge. How such knowledge and skills should be
trained also varies greatly from the approaches used in more traditional ITS domains.

TRAINING IN A HIGH PERFORMANCE DOMAIN

Acquiring the ability to perform a particular skill usually requires several stages.
For example, a student learning to play the piano must first assimilate a certain amount
of fairly static knowledge such as what notes are associated with what keys on the
keyboard, how to read the notes written in a musical score, understand the meaning of
various terms used to provide guidance in interpreting the written notes, etc. The
student is also usually presented with some exercises, such as scales and cords, to be
repeated over and over that familiarize him or her with the actual process of playing the
piano. The piano student must then learn to convert all of this knowledge into actions
oZ the hands and fingers to generate the actual music. This is usually accomplished
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through hours and hours of practice, both directed by the teacher as veil as on the
student's ovn. Eventually, after a certain amount of practice that usually varies vith
the student and the type of music being played, the student no longer needs to think
about reading the notes and moving the fingers. Playing the instrument has been
automatized and the student can nov spend cognitive effort on other things, such as
singing.

This process of learning a high performance skill can be broken dovn into several

distinct stages:

1. static overviev knovledge, where general background information is provided

2. general procedure-oriented knowledge, vhere the general steps in performing the task
are presented

3. guided-example exercises, vhere specific examples are given and the student is
provided the opportunity to practice while being prompted and coached in order to
develop accuracy in the skill

4. unguided-example exercises, vhere specific examples are given and the student is
provided the opportunity to practice the vhole process without interruption in order
to develop speed vith accuracy

5. automated-example exercises, vhere specific examples are given and the student is
provided the opportunity to practice the vhole process vhile doing another task in
irder to develop an automated capability

In a domain such as the operation of a particular piece of equipment, these steps
correspond to

1. a general system overviev that describes the salient parts and features of the
particular piece of equipment onvhich the task vill be performed (a "guided tour")

2. a description of the steps that must be performed in executing the particular
procedure to be trained, such as "initialization" or "self-test," indicating the
parts of the equipment involved and the motivation for each step and/or its effect on
the overall status of the goal

3. presentation of specific example cases vhere the student must perform the procedure
on the equipment, or a simulation of it, in order to solve the problem, but with the
instructor watching and guiding as necessary

4. independent drill and practice where the student must perform the procedure on the
equipment, or a simulation of it, with no guidance during actual exercise performance
but only a final evaluation of accuracy and speed in order to become proficient at
the procedure

5. independent drill and practice where the student must perform the procedure on the
equipment, or a simulation of it, while performing another task so that performing
the trained procedure becomes automatic and con3cious thought can turn to the
performance of an additional task

This training process moves the student gradually through the various phases of
skill development. When to move on to the next level of training versus when to remain
at the same level or even backup and remediate, varies with each student. Also, the
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scale *for defining the quality of skill performance varies with the student. Some
students may never perform as vell on the task as other students. Thus, the system must
be capable of recognizing when a student has "peaked" on a particular training phase.
These are issues where certain AI-based techniques could be used to provide the training
system vith the needed knowledge to make these decisions on a case-by-case basis, thus
moving toward a more adaptive, responsive, intelligent tutoring system.

REPRESENTING DOMAIN KNOWLEDGE FOR TRAINING IN A HIGH PERFORMANCE DOMAIN

As illustrated in the previous section, high performance skills could be taught in
five distinct phases, each associated with a specific kind of knovledge and a particular
means for teaching and testing it. The following paragraphs describe these issues for
each of the five levels. The types of learning strategies that are recommended at each
phase of the training were selected from the list that appears in [Kyllonen and Shute,
1988, Table 1, p. 15).

The static overview knowledge taught in phase one consists of the general, enabling
knowledge concerned with the skill to be performed. It provides the "big picture" view
of the objects and their relationships to one another in the domain that are important to
performing the task. For example, a system overviev should be organized from the
vievpoint that is desirable for performing the particular task and not necessarily
include everything there is to know about the equipment. Thus, representation is fairly
straightforvard since frames and semantic networks work vell for such types of knowledge.
If training is oriented towards the operation of a particular piece of equipment, then
the system would have a knowledge of all of the important pieces and components, their
name, their description, their function within the system as a whole, etc. An
appropriate learning strategy for this particular kind of knowledge is simply rote
memorization. The student needs to assimilate all of the facts and relationships with
little need for further exploration and no need for modification. He/she needs to be
capable of identifying components based on appearance, location, and any other attributes
salient to the task to be trained. An ITS can simply present the information and then
test it in some kind of static format such as multiple choice, fill-in-the-blank, or
identification. The student is assumed to know the material when he/she can answer all
of the test questions correctly.

The teaching of the initial, general procedural information is also involved with
fairly static knowledge. Each step can be presented in the order in which it should
occur, along with the reasons and motivations for performing that particular step at that
particular point in time. Though the knowledge is about a procedure, it is static in
nature. A directed graph format is appropriate in such a situation because it is capable
of representing the sequential nature of the knowledge. The nodes of the graph
correspond to frames that represent the steps of the procedure while the arcs indicate
the legal transitions between steps. An appropriate learning strategy for this knowledge
is again rote memorization with possibly some learning from instruction. Though what is
presented could be learned exactly as presented, a student may choose to internalize the
procedure in a slightly different way than it is actually presented by the tutoring
system, especially at the beginning of training when all conditions and exceptions that
govern the sequence of steps in the procedure are not apparent. Testing can again use
such techniques as multiple choice, fill-in-the-blanks, and identification to ensure that
the student has assimilated enough of the general knowledge to move on to the next step.
The student is assumed to know the material when he/sne can answer all of the questions
correctly.

The third phase of the training process, guided example, begins to move into actual
skill acquisition. In this phase the student is presented with some specific examples of
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procedures to be performed and is guided, or coached, through them. The goal of this
phase is to provide the student vith enough experience in actually performing the
procedure to acquire the ability to do it fairly accurately. Hovever, in order to prompt
the student and coach him/her through the performance of a task during this phase of
training requires a considerable amount of knovledge. First, the system must itself knov
the procedure and hov to perform correctly on the specific exercise. This knovledge is
more or less provided by the directed graph representation of the procedure developed for
phase tvo of the training. Second, it must not only be able to identify vhen a student
is performing the task incorrectly but also be able to infer vhy the student has made the
error so that it can provide appropriate feedback. This can be quite difficult since the
only source of information that the system has available concerning vhat the student does
and does not knov is deduced through the student's input to the system during the
exercise, along vith information on hov long it took for the student to respond and the
student's performance on previous exercises.

If the system has a certain understanding of the general structure of the procedure
to be performed, certain mistakes that a student makes can be interpreted to indicate
certain errors or misconceptions. For example, if the student performs a step that
happens to be one of the steps that is legal to perform directly after the c,'rrent legal
step, then the system could assume that the student simply skipped a step, for vhatever
reason. We call this a "simple step omission," meaning that the student has just
forgotten a step in the procedure. Hovever, if the student performs a step that is
several legal actions avay from the current one it could mean one of several things.
First, if the steps that have been skipped are all logically grouped under a particular
phase of the procedure, the system could assume that the student simply forgot a higher
level "step" in the procedure --- one that happens to consist of several separate
actions. We could call this a "simple group omission" in the same manner as vhen a
single step is omitted since logically only a single step vas skipped. However, if there
is no relationship betveen the steps skipped, it is possible that the student is lost to
some degree and simply remembered that that step has to be performed at some point and
therefore performed it for lack of a better idea of vhat to do next. We could call this
a "complex omission" meaning that the student probably does not yet understand the
fundamental steps involved in performing the procedure. A final type of error that a
student could commit is to perform an action that is not legal at any point in the
current procedure. Then one might assume that the student has remembered the procedure
vrong, has confused it rith another procedure, or is completely lost. We call this an
"insertion error."

All of these evaluations of vhat the student might have been thinking that vould
cause him/her to perform the procedure incorrectly are based initially on the student
making this error for the first time. Hovever, if vithin a procedure a student
consistently makes the same mistake(s), the system could assume that the student can not
remember vhat to do next and the system vill begin to provide hints to the student to
help him/her figure out vhat to do next. If the student continues to make errors, the
system vill eventually tell the student specifically vhat is expected to be done next.
If failures still occur vith little improvement on the part of the student, the system
vill decide to provide some remediation, backing up first to again demonstrate specific
examples and if problems still occur, eventually backing up to the previous phase of
training in order to provide more basic remediation.

The type of learning strategy applied here is drill and practice. The student can
refine and tune his/her knovledge through applying it in a variety of situations through
the assignment of exercises to be performed. Testing in this phase involves determining
if the student can perform a given exercise with enough accuracy and reasonable speed to
indicate that he/she has actually learned the procedure and knows vhat to do at each
step. The number of trials required to attain proficiency can vary greatly from student
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to student, as can the ultimate level of proficiency. The goal is to determine what the
student knows based on actual performance, not on how many times they have done it. This
requires a decision on how accurate is accurate enough and how fast is fast enough at
this level to indicate that the student is ready to move on to the next phase. Another
question is how many times must an individual demonstrate the needed accuracy and speed
before the system can assume that the student can consistently sustain this level of
performance.

The fourth phase of the training process, unguided examples, requires the student to
perform example exercises without guidance or support from the tutoring system. The only
feedback that is provided occurs once the student indicates that he/she has completed a
given exercise. Then the system can provide an assessment of the student's performance
in terms of accuracy and speed. The goal of this phase is to provide the student with
enough experience in performing the procedure straight through vithout interruption to
acquire the needed speed while maintaining accuracy. The knowledge required to evaluate
student performance in this phase is not as extensive as that required during the guided
examples phase because the system is no longer trying to catch and interpret student
errors as they occur. The system still needs to know how to perform the procedure and to
identify when errors have occurred, but this identification occurs too late to help guide
the student back onto the right track. Accuracy is more or less assumed in this phase
and speed of performance is the focus. It is at this phase that the problem of how to
represent skill rather than cognitive knowledge becomes an issue. Accuracy in many casis
will have to be absolutely correct, but the acceptable speed may vary a lot, depending on
the actual domain as well as the student. Thus, representation of skill must be a
sliding scale that evaluates both accuracy and speed with respect to the domain of
application as well as the perceived potential capabilities of the student.

The type of learning strategy applied in this phase is again drill and practice.
The student can refine and tune his/her skill through repeatedly applying his/her
knowledge to perform the requested procedure. Testing in this phase involves determining
if the student can perform a given exercise with increased speed while maintaining
accuracy to indicate that he/she has acquired a certain level of proficiency in
performing this procedure. As in the previous training phase, the number of trials
required to attain a given skill level can vary greatly from student to student. The
goal is to determine how skillful the student is based on actual performance, not on how
many times they have practiced. This requires a decision on how accurate is accurate
enough and how fast is fast enough at this level to indicate that the student is ready to
move on to the next phase. Different students will most likely have different peak
levels of performance that they can attain and sustain, especially in terms of speed.

The fifth and final phase of training provides the student with exercises that will
cause him/her to automate the process, meaning that the student will become capable of
performing another task that requires cognitive processing while maintaining speed and
accuracy in the initial procedural task. Here the student is presented the same kind of
exercise as in the previous two phases of training but in addition must also perform some
simple but new task, such as hitting a particular function key on the computer keyboard
based on the pattern of tones heard. The goal is to bring the student to the point where
he/she no longer has to think about how to perform the procedure being trained. The
student knows the procedure so well that cognitive effort is no longer required to
perform it. At this point the skill has been automatized. How this skill level is best
represented to the computer so that when a student reaches this point the system can
recognize it, is somewhat of a research question. Currently, we are working on
expansions of the notions already used in the previous stages such as accuracy and speed.
In this phase, however, these must be used for judging student performance in both tasks
at the same time.
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The type of learning strategy applied in this phase is again drill and practice.
The student can refine and tune his/her skill through practice in a variety of
situations. Testing in this phase involves determining if the student can perform a
given exercise maintaining accuracy and speed while performing another task accurately to
indicate that he/she has acquired a certain level of automaticity in performing this
procedure. As in the tvo previous phases of the training process involved specifically
with skill acquisition, the number of trials required to attain a given skill level can
vary greatly from student to student. The goal is to determine how skillful the student
is based on actual performance, not on how many times they have done the procedure. This
requires a decision on how accurate is accurate enough and how fast is fast enough at
this level to indicate that the student has automatized the procedure and has, therefore,
attained a level sufficient to conclude training. Again, different students will most
likely have differeri peak levels of performance that they are capable of attaining.

How long a student might spend at any given level of training is, of course,
unknown. It will depend to some degree on the difficulty of the domain as well as the
individital student's capabilities. No set number of trials, level of accuracy, or rate
of performance improvement is predetermined. These can .e varied based on student
aptitude and domain complexity. This type of training could be useful in screening
students for aptitude in a particular type of skill by identifying those that develop
high levels of accuracy and speed with a minimal number of trials.

AN EXAMPLE SYSTEM

An intelligent tutoring system for a high performance domain is currently under
development. The area of application is the operation of consoles in the Mission Control
Center at Johnson Space Center. An example of such a console, namely the front-room
propulsion console, is presented graphically in Figure 2. These consoles vary somewhat
from one function to another, but they generally consist of:

1. one or more video displays

2. numerous sets of indicator lights, referred to as Display Decoder Drive Event Lights
(DD lights)

3. various manual entry devices consisting of numeric thumbvheels and push button
indicators including the voice keyset, the manual select keyboard (MSK), the summary
message enable keyboard (SMEK), and the display request keyboard (DRK)

as vell as one or more other panels for displaying various times associated vith the
mission. These consoles may also be attached to one or more strip chart recorders for
recording sets of analog signals.

In order to become proficient at operating such consoles, flight controllers must
learn how to

1. format the various DDD light panels using the MSK

2. select, display, and read a variety of video display formats using the MSK, SMEK, and
DRK

3. select and listen to various voice loops using the voice keyset
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PROP CONSOLE

Figure 2. A Sketch of the Propulsion Conusole
in the Mission Control Center at Johnson Space Center

as well as many other things. They must learn to operate these consoles in an automatic
manner because such operations are only a means for achieving another goal, namely
ensuring the safe and correct operation of a particular system, such as propulsion,
during a mission. Should a situation arise vhere data must be accessed, analyzed, ana
interpreted, the flight controller must be capable of quickly and effectively accessing
the needed data from various video displays and DDD lights without specific thought as to
how to manipulate the various keyboards. Their conscious, cognitive thoughts are too
busy dealing with the situation to be concerned with how to get the data. Thus, console
operations can be classified as a high performance domain.

Current work on the intelligent tutoring system for console operations has centered
around training the operation of the Manual Select Keyboard (MSK). This is the keyboard
that is used during initialization of the console for the ascent, orbit, and descent,
phases of a mission. Initialization requires the formatting of all DDD light panels, the
selection of several video displays to get information concerning general system status,
and the selection of various voice loops to listen in on appropriate monologues and
dialogues. Eventually the tutoring system could be expanded to include training on all
of the various components of a console, as vell as a general console overview. Figure 3
provides a hierarchical, graphic representation of the knovledge needed to effectively
operate a Mission Control Console. Figure 4 provides a detail of the five-phase training
methodology for the MSK.

The display for the tutoring system is organized into three major windows, as
illustrated in Figure 5. Across the top third of the screen is a complete graphic
representation of the entire console. This provides the student with an overall layout
and organization of the console. The lover left half of the display provides an area
where one of the panels from the console can be expanded to provide further detail. The
figure shows the MSK panel. The lover right half of the screen provides the text
interface where the tutor can present information, exercises, and accept student
responses to specific verbal questions.
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MANUAL SILECT UTNBOARD Mode Select Push Button Indicators:
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Figure 5. Layout of the Tutoring System's
Graphic Interface with the Student

The graphic display of the console is mouse-sensitive. Under certain conditions it
allows the student to select panels by clicking over them with the mouse to have then
blovn-up in the lover left window of the display. When a panel is expanded and displayed
in the lover left window, it too is mouse-sensitive. A student can manipulate it by
clicking the mouse over its components, thus incrementing or decrementing a thumbwheel
counter, turning a push button indicator on or off, or just getting a display of the text
written on the object. In this way, a large portion of the console functionality is
simulated graphically and the student can gain experience in performing console
operations through these simulated manipulations.

Training on the use of the MSK proceeds through the five phases described in the
previous section. The first phase of training on the MSK provides an overview of what
the MSK consists of. The MSK panel is blown-up in the lower left window on the screen
and the system steps through each of its functional components, highlighting them on the
graphics display and describing them with text in the lower right window. This is
illustrated in.Figure 5, where the node select push button indicators are highlighted in
the graphics on the left and their description appears in the text on the right. A
student can move forward and back at their own pace through this portion of the tutorial.
At the end, the student must pass an identification test where the student is asked to
click over the various components of the console to indicate his/her response to th'e

34 P. Fink
12



tutoring system's questions in order to proceed on to the next phase of the training.
Based on the score the student is allowed to move on or required to review the material.

An overview of the general procedural process for manipulating the MSK comes next.
This is done in a manner similar to the MSK overviev. Components are highlighted in
order and explanations about each step of the procedure are provided. The procedure for
manipulating the MSK varies depending on the mode selected with the push button
indicators in the upper right corner of the MSK panel. For example, to request a
particular video display to appear in the right monitor of the console, the push button
indicator with DISPLAY REQUEST written on it must be pushed, the number of the display
entered on the right four thumbvheels, and the RIGHT MONITOR ENTER push button indicator
pressed in the lover right corner of the MSK. A number of other steps must be performed
as well, but these are the key steps. The order of all steps does not matter, with the
exception of pressing the monitor enter push button indicator, which must be done last.
Thus, the procedure could be represented as in Figure 6, where five actions comprise an
unordered group that constitutes the first step, called "set-up," and the monitor enter
action comprises a second step, called "execute." Of course, some sequences are more
logical than others and the current system enforces a specific order for performing these
actions. In order to move on to the next phase of training, the student must identify
each general step in the correct sequence.

In the third phase of the training, specific examples of the procedure are generated
that the system solves as a demonstration for the student. Then the student is given an
exercise that he/she must do by manipulating the mouse over the appropriate components of
the MSK in the correct order to perform the requested operation. For example, the system
may request that the student cause the video display number 12 to appear in the left
display monitor. The system will prompt the student at each step and verify its
correctness before moving on to the next step. If an error occurs, rules like those
discussed in the previous section on the guided example phase are used to coach the
student to-perform the procedure correctly. Satisfactory performance in this phase of
training is based mainly on accuracy, but speed is also considered. When a student has
consistently performed the assigned exercises completely correctly and the speed of
performance has more or less plateaued, then the system allows the student to move on to
the next phase of training.
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The fourth phaza of training no longer guides or coaches the student through the

exercises. Instead the system simply presents an exercise, in the same manner as in the
previous phase, and the student must manipulate the MSK appropriately with the mouse to
achieve the requested action. Based on consistently performing with complete accuracy
and reaching a point where speed is no longer improving much, the system then allows the
student to move on to the final phase of the training.

The final phase is a repeat of the fourth phase only with an additional task that
must be performed simultaneously by the student while doing the assigned exercise. Vhile
requesting a particular video display or formatting a set of DDD lights, the student must
also acknovledge certain patterns of beeps by hitting the appropriate function key. The
system assumes that he student has successfully automatized the MSK manipulation process
when the accuracy in performing both tasks has reached one hundred percent and the speed
of performing the assigned exercise and responding to the beeps has reached a peak for
that particular student.

It is important to note that during the final three phases of training, where skill
is being acquired and tested, no predetermined number of trials is used to determine
whether or not the student should move on. Advancement to the next phase in training
depends on the particular student's performance. Though accuracy is required to be one
hundred percent correct, ultimate speed can vary based on the student. -The system looks
for where the student seems to be leveling off in order to determine when to move on.
The decision to backup and reviev material is based on hov much difficulty the student is
having attaining the required perfect accuracy. Remediation can backup all the way to
the start of the training program if necessary. In this way the system can be used to
refresh the memories of individuals vho have been interrupted in their training for a
period of time, as well as those who are seeing the material for the first time.

CURRENT STATUS AND FUTURE WORK

The intelligent tutoring system for Mission Control Center Propulsion Console
Operations is written in C, CLIPS, and GPR and runs on an Apollo Domain 4000 with a color
monitor. It is currently capable of training the first three phases of the HSK. The
last two phases of training will be working soon. At that time, an experiment will be
run to test the effectiveness of such a training system. One goal of the research is to
determine if the flexibility provided by an intelligent tutoring system increases the
speed with which an individual can automatize a particular process and if so, if the
increase in training efficiency will offset the cost for developing such systems.
Another question to be ansvered is how effectively does such training transfer to the
operation of the real equipment.
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SUMMARY

The design of current ITS is closely tied to bow those ITS present the domain to a student, that is, to the ator's interface.
Not only is domain knowledge represented in term of the interface, but so ae teaching and diagnostic knowledge. From this
observation we propose to explicitly design ITS based on the interface to the task actually presented to the student. This
proposal has the pounl give the learner a much richer view of their task: a view filtered through the eyes of the expert.
Furthermore, this proposal can break the ITS knowledge engineering bottleneck by getting the Al wizard out of the loop and
allowing skilled instcors to be pumung the knowledge in an ITS system. The paer discusses a working example of this
approach, a proposals for a general architectie, and particular version of that general archiave

THE CENTRAL ROLE OF IffTERFACES IN CURRENT INTELLIGENT TUTORING SYSTEMS

Intelligent tutoring systems for non-trivial curriculums organize their knowledge around the presentation of that
knowledge to the student. That is. the mtm's internal architecture and knowledge base e specifically designed to support a
particular style of interaction with the suident Consider the following examples:

Proust (61
A uar for beginning programmers. Proust takes a student program and analyses that program with an
intelligent parser that looks for buggy or correct implemenaons of standard schemas (called "plans"). The
knowledge bas of Proust is a large catalog of descriptions for correct and buggy implementations of the
staded task.

Lisp Tutor (11]
Another tutor for beginning programmem this tutor coaches a student through the specific steps in coding
particular isp functions. The knowledge base comsis of a rule set that accomplishes the task given to the
student. Ther are also rules that simulate common student errots. As a student works, each of his or her
steps is associated with a correct or ernurful rule.

Geometry Tutor [1]
A totor w teach geometry proofs. The student constructs a proof tree on the computer screen, where each
component (subtree) of that tree places a conclusion as the parent node above the elements that produced that
conclusion. The knowledge base of the programn specifies the axioms and theorems that allow a student to
assemble these components.

Bridge (3]
A tutor for novice programming. The student assembles programming schemas (called "plans") at various
levels of detail. The knowledge base of the program consists of plan descriptions and descriptions of how
those plans are combined into solutions for various problems.

Intelligent Maintenance Training System [15]
A tutor to teach troubleshooting of complex systems. Systems are represented with screen-based
simulations containing faults that must be discovered by the student. The knowledge base is represented in
terms of the components of the simulation including both normal and fault states for those components.
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In each of the cases cited above, the knowledge base is organized around the particular style of presentation and pedagogy
used by the tutor. That is, around ithe ut's inteface. Futhermore. it is not just he domain knowledge that is organized based
on the interface. but also the teaching knowledge and diagnostic knowledge. There is little or no knowledge about teaching or
diagnosis that is not specifically tied to the tutor's interface. Practical ITS seem to require careful crafting of knowledge around a
particular interface aPMch. In each of the examples listed above, the tutor detected student bugs, inferred underlying emrs, and
made corrections, but it did so within an elaborate and sophisticated interface, carefully designed to highlight and draw attention
to the task the tutor was designed to teach.

Using Exrwt Tterfaces to Guide ITS Deveh3 memt

The above may seem obvious; of course an ITS needs a well-crafted interface for the stundenL What I am suggesting in
this paper, however, is that beginning with such an interface is the appropriate way to design ITS. Instead of organizing the
tut around a formal zpmeseamnon of the knowledge to be presented - a often muted but as yet not realized goal of ITS research -
we should explicitly organize the tutor wound how it will present things to the studet. In particular. I am suggesting that we
orgaze anU TS wound the kind of interface that an expert uss

When discussing the interface to an ITS. it is important to realize that I mean more than what is on the screen. The
interface gives the teae access to the conceptual vocabulary used by expras when they talk about and solve problems within
the domain. This vocabulary is a crucial part of the expertise that must be imparted to the studenL The right vocabulary allows
an expert to cut up a problem into the right pieces, and orpnize those pieces into the right order for a solution. This
vocabularly need not be words: programmers have flow diagram, electrical engineers have circuit schematics, etc. I am
suggesting that the experts vocabulary, diagrams conventions, etc. - that is, the interface- can be enormously heuristic in telling
us what must be acquired by novices. If we can buildrrS around the in used by expert. nat only have we focussed on
the key ismes of concern for the novice, we have also made the acquisition of expert knoweldge much simpler beca the ITS is
designed around how the expert views the knowledge not aound how an Al expert might view tat knowledge.

WHAT IS IN AN INTERFACE-BASED rTS?

In this saction I discuss the kinds of knowledge in an iiaterface-based ITS.

Three inds gLf MA

What is the expertise that we want to capture in an ITS, and how does focussing on the expert's interface help us to do
that knowledge capture? We have identified three kinds of expertise that need to be captured. This "three component" aralysis of
expertise derives from a body of cognitive science research studying learning in semi-formal domains like basic math, physics,
computer programming, etc (see Resnick & Omanson (12]). The three components are as follows-

I. DKM & These are the ab=rac conceptual elemens known by someone expert in a field. These are the ideas with
which an experts thinks about tasks in his or her domain. Reanick & Omanson (121 points out that in mathematics,
even beginners must reason about objects that exist only as abstractions. One can, for example, point to 3 chairs, or
even the the numeral 3, but there is no "number 3" that can be pointed to. Number is an abstract conceptual element.
In computer programming a "loop" is similarly abstact, as is "voltage" in electical crircis and "force" in mechanics.

Traditionally, curriculums are organized aound the attainment of such abstract concepts - e.g. a chapter on each
concept or on a related group of concepts. The next two elements focus on aspects of expertise often unrecognized in
formal curriculums.

2. RCdMCIA~iW. These are the syntax and mechanisms used by an expert. They may be embodied in notations.
standard forms, standard procedures, or algorithms. These are mechanical in nature, providing effiencency of operauon
while sacrificing some generality or formal properties. In mathematics the notational system consists of the standard
numerals, symbols, a syntax, and various algorithms for rearranging elements of the notational system. In computer
programming. the notational system is the programming language itself. Finally, other diciplines have their own
notational systems like free.body diagrams in mechanics, electric circuit schematics, chemical bond diagrams. etc.
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While the representation is not the domain, per se. effective use and deep understanding of the notation is typical of
expertise. The representatons support algorithms where basic operations can be performed with little or no
understanding of the underlying concepts. While an expert does understand those concepts, and uses his or her
understanding to make the notations, representations, and algorithms less brittle in their application, a novice often
does not nderand the concepts. That is novices try to apply the nottions representations, and algorihuns without
reference to the concqpm making errot in the process which they have no way to notice. This notion of the different
forms of expertise combining effectively is developed in more detail below.

3. Rules for referring t imtins in the world These rules allow the expert to apply concepts and mpesentations to
actual situations in the world. These rules allow the expert to exact, near, well defined tasks from the complexity
and fuzziness of the real-world. The rules allow an expert to interpret a situation in the world in terms of the
abstiactims, represent that situaon with standard representions and maim predictimon or solve problems.

So, for example, experts at basic arithmetic know how to apply arithmetic representations and concepts to the task of
determining the most economical size laundry detergent at the supermarket Similarly, an expert in basic electricity
recognizes the circuits created in the way an automobile battery's negative pole is attached to the frame while the
positive terminal is attached through switches and wires to the cars various electical devices that are also attached to
the frame. Finally, a programming expert is able to use standard loop constructs to represent all the different kinds of
repetitio found in the. world.

Part of what make an expert is his or her facility with all three aspects of expertise. When beginning a task, rules of
reference allow the expert to interpret the situation at hand in terms of the concept. These concepts are represented with a
representation which then car then be freely manipulaed. The tion ves considerable cognitive efficiency because it
operates without the consints that would be induced by a constant, detailed attention to mapping back to the actual world
situation. When criticaL however, the expert is able to constrain md guide the purely represenational operations with theoretical
principles from the concepts ad practical limitations unposed by the simadon in die world.

Buildinr Exners Into m ITS

How exactly do these three kinds of expertise map on to the proposed interface orientation for ITS? The interface needs to
embody all three aspects - that is, provide the integration that is nanral.in an expert's performance. An interface should provide
some concrete way to visualize a concept, relate directly to standard representations, and refer to situations in the world. For
example, White and Horwitz (16] piesents a series of microworlds designed to teach successively richer models of mechanics.
Each model includes a physical representato of concepts like velocity and acceleration based on the movements of a ball on the
computer screen. The physical representation is also designed to suggest certain standard notational approaches. Similarly,
Anderson's geomey or [11, while providing a set of tools for managing proof subgoal s and available dorems - conceptual
elements, also uses standard geometry notation to label those subgoals. Finally in Bridge (31, our own intelligent tutor for
teaching beginning programming (discussed in detail below), each programming concept has a distinctively shaped icon and
syntax rules suggested by how different icons c= fit together.

How Can An Tnterfmae Hel [Phe Ae That Piwne

Giving an ITS an expert interface orientation places the student in the same problem solving context as the expert. This
occurs in a series of ways:

1. The interface can off-load computations that a leaner might need to do. In Bridge. for example, much of the
detailed emantics of the prognmuning consmc is handled for the student. Similarly, students using the geometry tutor do not
need to do the detailed symbol manipulation required to apply theorems. In some ways this is cheating, the student is sheilded
from the full complexity of the task. In allowing the student to focus on the salient tasks and ignore the minor details, it can be
enormously useful.

2. The interface can highlight the most salient tasks or features. In the real world. for example, the broken pan rarely
changes color and starts to blink. There is no way isolate key elements or subsystems if those elements or subsystems are
physically intertwined. The interface-based ITS however, is free to do all these things.
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BRIDGE: AN NhTELLIGENT TUTOR FOR TEACHING PROGRAMMING

Research into how novices lean programming rveals that understanding the semantics of standard programming
languages is not the main difficulty of novice programners. Instead success with programming seems to be tied to a novice's
ability to recognize general goals in the description of a task, and to translate those goals into actual program code (see, for
example, [49.13].) In Bridge we built a programming environment that supports a novice in working with plans that describe
the goals and subgoals typical of programming tasks. By using plans that describe programming goals, Bridge allows for inital
novice conceptions of a problem solution that an informal and sketchy. The Bridge environment features an iconic plan
progranming language with an editor fcilities to control execution and support debugging. A complete discussion of Bridge can
be found in (3].

Bridge supports a novice in the initial informal statemnnt of a problem solution, subsequent refinement of that solution.
and final implementation of the solution as programming language code. This is accomplished in three phases, discussed in
detail in the rest of this sectin. To illustramte Bridge use, we discuss a student working on the Ending Value Averaging problem:

Write a program which repeatedly reads in integers until it reads in the integer 99999. After seeing
99999, it should print out the CORRECTr AVERAGE without counting the final 99999.

Bridge Phase E Ynfnnnal Natura ae Ptn

The firs phse of Bridge involves an informal statement and refinement of the goals for the code. Empirical evidence
(2.81 suggest that novice programmers bring a vocabulary of juOgrammig-lO ik plum everyday experteence with procedural
specifications of actvities exessed in namual language. These plans come from experienme wish step-by-step instructions li"check all the student scorm and give me an averag" or "we that hailway. if my doors w open close them" These informal
plans, however, ae often exuemely difficult for novices to reconcile with the much mor formal plans used in standard
programming lmguages. Noc, for example, that both example pI involve m iemon without any specific mention of a

In phase I we provide a plan language based on simple natural language ph-es ypic aly used when people write step by
step instructions for other people. For example, a student can constauc the phrase "-. and so on ... until 99999 is seen."
Figure 1 shows an example with several such phre& Such phrases represent the highest level at which a student can express
intentions to the system. Became of the ambiguity in such phmsings, Bridge must understand the stxent's intentions based on
several possible naive models of programming. For example, a common naive model of looping allows a student to concruct a
loop with a description of die first iteraion followed by the phrase "and so on." Based on die particular phrasings constructed by
the student. Bridge infers a particula naive modeL
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E g is .63'by;se *S S tio

Read in ... each integer
Print. . .each integer

*... And So On...
Until 99999 is seenX

Figur 1. Phrases ftom a phase I Bridge solution.

Bridge suppmu three different naive models of programming loops. Based on our empirical work [2], these modelssubsume momt of the misconcuceons nova=e have about simple programmning loop&. Although, there awe many differentEnglih phreses uued by novices, a sample puiler-marchig approch to pang die phrases is sufficient for distunguising among
the three models for eah ot die different plaau

T7he first phase of Bridge is an implementation of the kinds of operations and mental models normally expressed inEnglish language step-by-step specficatons written by non-programmers These operations we vague and include significantimplicit knowledge about the objects being operated on. Only a lim ited set of links are possible between die plans: ordering andnesting. DMt communication inks between the plans are implicit, reflectig the saucure of naurl language specifications.

Bridge Phase TI t ic Ptmmming Plns

In the second phase of Bridge a programming smident refines the informal description of phase 1 into a series of semi-
formal iconic progruning plans. Fgure 2 Shows the Bridge screen as the student is working in ph= Ui. In this phase theplans am schema-like structures which describe how goals ar msfNned Into acual programmning code (see [ 131 for a detaileddiscussion of these plans).
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Figure 2. The Bridge system while a student is conmtlcung a phase II solution, based an a complete phase I solution.

Plans have various elements that interrelate with the elements of other plans. So. for example. a counter plan has
inalze, incremellu and wse elements, cub with a patiular relationship to dhe loop containing the couinter. This inteatio of
elements often results in the plan implementation in standard progranming constructs being disersed across the program. A
running total, for example, is implemented in Pascal with four statements, dispersed throughout a program: a variable
declaration, an initialization above a loop, an update inside that loop, and a use below the loop. Spohrer and Soloway (14] have
shown that plan to code translation enrs account for many student emots.

In the second phase of Bridge students focus on relating various plan elements, but without compromising the
fundamental plan structure and introducing the syntactic complexity required by standard programming code. Figure 3 shows a
typical phase II solution to the Ending Value Averaging problem. Each plan is represented by a single icon. There are two
kinds of links between the plan elements. Control flow links are expressed by attaching puzzle tabs to puzzle slots. Data flow
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links are expressed by moving the small tiles with "ears" from the data source to the data destinlation. This is the way, for
example. that the value of the Counter plan is associated with the average computation in the Compute plan.

Plan Plan

Plane3 top Got sisouonnnde
Whee pas I f ride rprsens he igesw lee lncoett h nesadn fannpormepae

overallo simllcuy
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Rridg; Phase IT: Pascal Cnde

The third phase requires the Bridge sudent to translate the plan-based description of phase two into actual Pascal code.
Students ae provided with a Pascal st ture editor (much like that of [5]). and an intmpreter with a stepping mode. In this phase
the user drops ftn the world of plans into a standard programming language.

Diiosis with Plans

Any intelligent interface needs to infer user ienuions from user behavior. In particular, the system must infer all mental
activity from the actual actions performed by the user. In tutoring programming. for example, a smdard intelligent tutor must
reconstruct the student's entire mental activity between seeing a program specificato and acmally entering code in the machine.
Such a reconstruction must account for both the correct and incorrec knowledge used by the student during desigfi and
implementation.

A tu's reconstructon of a student's program is based on at least two kinds of knowledge. Fst, there must be a way
for students to break the high-level goals of the problem staemennt into lower level goals. Second, there must be knowledge
about how to translate low level goals into program code. Within the tur we can represent these two kinds of knowledge as
operators that transform one kind of strcuire into another. In addiion to correct versions of these operators, the tutor must
contain buggy versions Presenng common student

Using the knowledge base of corct and buggy operators a tutor can, in principle, ue search techniques to reconstruct
plausible accounts for erorful and ambiguous sudent specificadons. This approach has been powerfully demonstrated in the
programming tutor PROUST (6]. While " approah works, it is very costly -in term of both semarch time and knowledge
engineering. The ccomp lishles of PROUST must be weighed apinst the la corn in knowledge engineering time- several
hundred hours per problem tutored 7]. This knowled ngi eerin is particulary cor 0 tive because the student sees so
little of the resuls. Thu is, almos all of the knowledge engineering that has gore into capturing opeaors that describe how to
apply prgraamming knowledge i never seen by the sndeL Inside of PROUST, these operators ae optimized for the the search
task. They me not available in a form that could be presented to students, or used to asist students as they work towards a
solution.

Bridge uses a different approach to reconstructing the student's intentions. Instead of atemptng to reconstruct a student's
entire reasoning frm problem statement to final code in one step, Bridge has the student prepur intermediate solutions in plan
languages that correspond to particular levels in the process of moving from problem specification to goals to code. This
alleviates many of the difficuldes of the PROUST approach. The search is more manageable because it has been broken up into
a series of much smaller searches. In each of the smaller searches ther are fewer relevant operators to try and less reasoning
"distance" to span between the user's surface behavior and the solution the tutor is trying to reconstrum

In addition, the Bridge approach simplifies the knowledge engineering. The fewer operators in each search correspond to a
smaller overall catalog of operators to be specified. In addition, the smaller search spaces make it easr to tell when the space of
possible conrect and emrfu version has been covered.

A FRAMEWORK FOR UNDERSTANDING
AND DESIGNING INTERPACES-BASED ITS

In previous sections I have discussed the value of an interface-based approach to ITS and the Bridge system as an example
of this approach. This section presents a general architecture to support interface-based ITS. The architecture has the following
two feanner.

1. Capturing an analysis of the educational process needed to move from novice conceptions of a task to expert (that is,
rich) conceptions of a task so that it is explicitly available to the learner.

2. A visual interface and corresponding knowledge structuring approach that simplify and organize the elements captured
in step 1.
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Plangi Omynitina-An In~UfjG-RnjA f

We PROps a compute systenvbuman-compuuer interface based on a simple Me of icos that direct the mac-hin. Each
icon represents an operation and/or object that is important to the user at a partiular level of detail. We call these

op .nibet elements piaas Plans am intended to capture common exper==c ad stadad opera-oW, A plan set provides a
set of tools at a pmiicular level of detail. In addition to the plans, them ame a few simple links that allow plans to tied togethe in
various ways (see figure 4).

Figur 4. Plans used to creat a simple computer application.

So far, we have a simple computer application that presents itself asa few modular components. Users are allowed wo
tailor these components in few limited ways to do their task. Our notion (and figure 4) should be viewed as a high level
caricature - the details of doe user interface probably will specializ the links and visual appewance in some way particular to the
application. For examiple, we can imagine a simple rpreadsheat where the links are connections between cells implicit in the
spreadsheet formulas The key idea is visual constituents to represent dhe key system elememts and a simple set of underlying
links that support the beac interctons between thos elemens

How is such a system expended to include expeu? We p n; ne that each of the plans can be "opened up" revealing a
whole new set of plans linked together in such a way that they describe the implementabnio of die top level plan. That is. the
plans at the top level actually me a high level summiny a( some collection and orguamon. of lower-level plans. This plan
hierarchy goes on for manny levels (see figure 5). Moving down a leve in the plan iemichy is voewed with two perspectives:

no

Figure 5. Interface based on a full plan hierarchy.

I. When you open a plan up to show the lower level set of plans that implement the orginal plan. you are requesting
ani explanation of how the top level plan works.
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2. Simulatenously. you ae stang your willingness to confront the additional deuL" additional complexity, or deeper
abstraction inhrent in the lower-level set of plans.

Crucial to this approach is that traveling down a level caxresponds to exactly one new idea dhat must be understood by the
user. Designing of the plan hierarchy should lo mom ike a well designed cowe than a classic top-down design" from de
stucured programming literanre. Good teachers build elegent scaffolds through die complexity of their subject matter domain.
The sidetm is led with cae and amennion to avoiding the knotty complexities before the stdent actually needs to confront those
complexities. Good teachers carefully select examples that a complete and accuraw, far as they go, but leave out important
details that we irrelevant for that example. That is the instrucu designs the crmiculum so the student only sees problems that
are the right level of challenge for the student's current understanding. So, for example, elementary school students learning
division begin with pain of numbers tha yeild whole number results, Le.36 + 6, leaving remainders for Ia lessons.

Ouestions For Building A Plan HFiemhy

As far as it goes, the above proposal is interesting, but not at all complete. There am many key questons to be answered
before it is of any practical use. These questions ae as follows:

I. How do you cut up te task domain? Perhaps the most important questions - how do I cut the task domain into
manageable pieces? How does one factor the many concepts and abstactions that make up any interesung application
doma into the various plans and links?

2. What do you put at each level of the hieruchy? For a given application, what should be the highest level plans and
what should be put in each successive layer? Is there one consistnt layering, or do different task foci cause radical
changes to the decisioue about the layers to be prested?

3. What is the semauscs of the plan icons? Exacl what semantics should be suppled to the plans? What of their
internal smacae i viable before the plan a "opened up". What kinds of values can be sted in plans and how am
those values represented? What kinds of compuations can be specified in plans and wha6 does the specification look
like?

4. What ae the semantics of the links between plans? What do the comections mean? How many kinds of connections
should there be? Should there be data flow links, control flow links, or both?

The answers to questions 3 and 4 represent the language and interface overhead; infrastructure required that makes no
contibution to solving the application uak. That is. these elements must be learned by a non-expert computer users without
that learning directly contributinh to solving any task of interest to the end user. This argues for making as simple decisions as
possible when answering the questions about semantics that am presented above. The final section of this paper proposes an
answer to questions 3 and 4.

Not that object-orieted progrmmning community has conflnted these questions in its emphasis on die idea of "reu.ab
software modules" that can be plugged into my application. In practice, this is possible a lot less often then in theory.
particularly for modules taken from more developed application. That is reusability gets less and less likely as you get closer
and closer to providing real end-use functionality (w opposed to exading the toolkit available to programming experts).

We hnk there is a crucial missing component from the object-oiented programming approach: decisions about module
composon ae made on technical pounds; i.e. "what is the most powerful abstraction", or "what is most flexible combination
of parameters". We ae iprpsnr to make decisions about module contents on pedagogical grounds; i.e. "whats the simplist
useful idea that ca be packaged into a module" and "whats the single abstraction that provides the next level of functionality for
the user". While the lower-levels of a plan based system look like what might be designed by a systems programmer, the upper.
levels ae more like the work done by a knowledge engineer designing an expert system or like a teacher designing a course
plan 2 .

2 Note, these two notions are probably not all that differen.
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MATISSE. A PLAN LANGUAGE FOR EDUCATIONAL MICROWORLDS

Based on the general discussion of a plan hierarchy, 1 propose a new language. Matisse 3 to simplify the design and
development of educational microworids. In particular, Matisse is designed to support the design of actual plans that can be
manipulated on the screen. I'e language is dasiged with the following goulrm

" It should allow a miwciord desiger to base his or her design on an explicit mapping between an abstract domain-
and the graphical domain supported by the microwoid.

" It should naturally suppot what is currently known about the effective design of microwarlds.

" It should be usable by educators. These users need not be programmers. The language will hide the programming
complexities inherent in direct manipulation interfaces.

" It should support the design, implementation. and delivery (in a clwsoom of educational inicrowarids. The systems
designed with Matisse must be efficient enough to work with students without reimplementation in standard
languages (e.g. C, BASiC, etc.).

Exarn&eUse ofMaim

To illustrate Matisse, I present a Matiss design for the strips and ties microwortd for reaching rational numbers in
elementary school. In a "strps and tiles" rpreentation of fractions unit recungles awe divided into equal sized sections (see
figure 6). The student controls the number of scindivisions and cmr color individual sections. The idea is that the colored
section represents a F *c c's nmerator while the total number of sections represent the denominator. (see (101 for more details
on this microworid). The Matisse system is not implemned. so the following description should be viewed as an illustration
of the style to be used in developing a Matisse microworid.

3The name honors the paper cut-outs produced by Matisse. These works are made up of simple. iconic shapes cut out of
construction paper. A goal for our microworlds is that they realize the dynamics and vibrancy in Matisse's compositions.
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+ CLEAR

Fgur 6. Exanplesae from diestrps and dies microworid.

nta strips and dies world has dfe followinig basic screen objects:

" A window to contain the strips and dies microwarid.
" Blank unit snip that can be stibdivided into equa sited sectionmicldn

" Sets of lines that evenly divide a unit strip into somne numnber of equal sized sections
" Shaded sections, corresponding to one of the sections in the current set of dividers. Each

section may or may not be shaded. All shaded divisions may or may not be pushed together
at one end of the unit strip.

" Pen usedto indicate shading of asection
" Eraser usd to indicate unshuding of a section
" Stockpile of blank unit strips
" Dividing tool ue ID idicatte divisions
" Fractions in standardi notation
" A notebook window showing a fraction in standard notation. This window is the same size and shape as the stnps

and tiles window. Fractions in this window show are placed in the same relative position as the stips whose values
are represented.

A Matisse: discription of this microworid consists of a discriptions of each of those objects. Actually, a prototypic
version of each object is described. All microworid elements are implemented as an instance of a prototypic component. A
prototype indicates the screen appearance. properties, and relationship to instances of other prototypes, All instances of a
particular prototype have their own values for internal properties while sharing the behavior specified in the prototype. So. for
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example, all unit strips share the operation that allow their division, but each instance of a unit strip can have a different number

of divisions.

Continuing with the example, the unit stip has the following propertie

" Picture -In this case the picwm is selected from a library of building blocks. One of the smdard building blocks is a
rectangle. The microworld designer can adjust the height and width of the rectange, and the thickness of the outer
line.

" Divsion Kind -A rectangle can be divided into secdons with horizontal or vertical divisions. For the strips and tiles
microworld the Division Kind property specifies vertical division. Other kinds of pictures have other kinds of
divisions. For example, Circles can have pie shaped divisions s well as horizontal and vertical divisions. All closid
figures can be divided with a gVid.

• Division Count - This prperty of the rectangle specifies how many divisiow there should be.

" Value - The unit rectangles have a value that is a function of the number of divisions and how many of those
divisions ae shaded. The value can be expressed either of two different ways, depending on the desires of the
micuaw d design.

" An ordered pair consisting of the number of divisions and a count of the shaded divisions.

" A rational number created by dividing the number of divisions by the number of shaded
divisions.

" Postion - The locao of the unit srip on the containing window.

Each of the unit strip propertes can be specified with a ibrwy element - some pmedefined object available in the Matsse
library, a value - a number, text sring, or geometric figure - or as a con.rast equation. Constraint equations allow the
microworid designer to express relationships that are to be enfomed whatever other behavior occurs in the microworid. To
continue the example, the properties of the unit strips have the following values

. Picture - library: rectangle (lin.31n)

This specifies a lin by 3in rectangle to be used as the picture for the unit stip.

. Division Kind - library: vertical divisions. shadable

This tells Matisse to allow vertical divisions in the rectangle, and provide for the shading of those divisions.

. Division Count- value: 0

This is an ital value. This field can (and will be) changed by user actions (described below).

o Value - constraint: Orderel Pair(Shaded Division Count, Division Count)

This constaint equation says that the value of the unit srip is an ordered pair made up of the count of the divisions
that ae shaded and the number of divisions. Actually, no constraints am introduced at this point, except that this
value, and any values that depend on this value, am updated automatically whenever the Shaded Division Count and
the Division Count change.

. Position - value: Screen Position (StartingX, StartingY)

This is an intial value for the screen position. StartingX and StartingY can be replaced by some particular values.
Note that the operator Screen Position is really a kind of ordered pair. specialized for representing screen positon.

5 1 1. Bonar
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Now that tie pmpuues me specified, we must specify die behaviou for those propesies that have a behavior

D Division Count

always Divison Count is -cm 12

This behavior enforces a constint that the division count must be less than or equal to
twelve. This is required because the screen cannot resolve anything smaller.

whenever Left Button of Mouse is Down
and Type of Cursor is Division Tool
and Location of Cursor is Strip

then Ask User "How many divisions?"
and Division Count becomes User's answer

This Matisse behavior specifies that the user can set the division count by picking up
the Division Tool (how that is done is specified as part of the behavior for the Division
Tool), and clicking it over the unit strip.

" Position

aways Position of Strip inside Microworld Window

This Matisse behavior says that the strip must stay inside the microwotid window.

That is the mime specification for the suit, ip. A tmber of otdm objects need to be specified as wel, but to simplify
this exposition, only a oe of those desc#pto will be shown he.

* Pen

whenever Left Button of Mouse is Down
and Type of Cursor is Normal
arid Location of Cursor is on Pen Icon

then Cursor becomes Pen Cursor

whenever Left Button of Mouse is Down
and Type of Cursor is Pen Icon
and Location of Cursor is Division of Strip

then Shade Division of Strip

CONCLUDING REMARKS

nu-erface-based airchiectures for ITS provide opportunities for delivering both more powerful tutors and more effecuve
knowledge engineering. This paper ha! discussed three systems: a working tutor, a general architecture, and language for
implementing parts of that architecture. These systems should not be seen as an attempt at systematic coverage but rather as
provocative data points.
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Generating Explanations in an Intelligent Tutor
Designed to Teach Fundamental Knowledge'
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Abstract
Providing coherent explanations of domain knowledge is essential for a fully func-

tioning Intelligent Tutoring System (ITS). Current ITSs that generate explanations
from the underlying representation provide a limited solution because they place re-
strictions on the form and extent of the underlying knowledge. However, generating
explanations in tutors that are designed to teach the kind of foundational knowledge
conveyed in most introductory college courses poses special problems. These prob-
lems arise because this knowledge is broad, complex, and contains multiple, highly-
integrated views.

In this paper we propose an explanation generation system for the field of botany
that provides a general solution. The system uses domain-independent knowledge in
the form of view types to assure that the knowledge incorporated in the explanation
is relevant and coherent. We show how view types are used in designing explanation
strategies to answer the question "How is X defined?". We conclude by proposing
extensions to the explanation generator that enable the processing of other question
types and that take into account specific knowledge about the student and dialogue
history.

'Support for this research was provided by the Army Research Office under grant ARO-DAAG29-84-K-
0060 and the National Science Foundation under grant IRI-8620052.
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INTRODUCTION

Providing coherent explanations of domain knowledge is essential for a fully function-
ing Intelligent Tutoring System (ITS). There are two approaches to providing coherent
explanations: presenting "canned text" and generating explanations from the underlying
knowledge representation. Generating explanations offers several advantages. First, sys-
tems that generate explanations do not have to anticipate every question, thus they may
be able to provide explanations even for unexpected questions. Second, the exact form
of the explanation can be shaped to fit the current situation and student. Third. as the
domain knowledge changes, canned explanations must be examined to determine if they
are still consistent with that knowledge. In contrast, generated explanations are always
consistent with the knowledge. Finally, generated explanations can be used by the tutor
directly in tasks like diagnosis and evaluation. For example, they might be used to evaluate
the quality of a student explanation or to diagnose the basis for a faulty conclusion.

Current ITSs provide a limited solution to explanation generation. Their success results
either from natural or imposed limitations on the form and extent of domain knowledge.
These limitations include dedicating the ITS to a single task [3,1,4], character.zing thc
domain knowledge by a relatively small number of rules or axioms (7,6,1], covering only
a small portion of a domain [2], and keeping viewpoints separate in the knowledge base
[1,7].

An important class of tutors requires a broader solution to generating explanations
than these ITSs have provided. The domain of these tutors is the foundational knowl-
edge conveyed in introductory college courses. For most subjects, this knowledge broadly
surveys the domain, contains multiple, highly-integrated views, and is not reducible to a
small number of principles or axioms.

These properties of foundational knowledge pose special problems for an explanation
generator. It must access the relevant knowledge and generate adequate explanations from
the multiple views that are typically represented. In addition, any ITS that generates
explanations must have a way of controlling the degree of elaboration and the amount of
detail provided so that the definitions are adequate but not overwhelming.

In this paper we present an explanation generation sjystem for the domain of botany
that addresses these problems. To assure the coherence and relevance of the explanations
that are generated. this system employs view types, which are used to provide a viewpoint
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on the knowledge within which to couch the explanation.
We begin by describing our extensive knowledge base in the domain of botany. The

knowledge base contains foundational knowledge described with multiple, integrated views
of botanical objects and processes. We then describe an explanation generation system
that uses view types and default knowledge about the student. We conclude by proposing
to customize these explanations using a student model and dialogue history.

REPRESENTING FOUNDATIONAL KNOWLEDGE

Botany is representative of domains with foundational knowledge. The botany knowl-
edge base we are constructing currently contains over 4,000 concepts in the areas of
anatomy, physiology, and development [5]. Nonetheless, this knowledge is only a small
portion of the information contained in an introductory botany course. This knowledge is
oriented around botanical processes (such as growth and water absorption) and the objects
that participate in them (such as root system).

A comprehensive representation of each concept requires multiple views. For example,
glucose may be viewed as a 6-carbon ring structure, a sugar, the product of photosynthesis,
the raw material for fermentation and respiration, the building block for polysaccharides,
the most essential nutrient provided by plants to animals, an important intermediate in
many biosynthesis processes, an important osmotic particle, etc.

The "backbone" of the knowledge base is a collection of related botanical objects and
processes (Figures 1 and 2). The relations support the inheritance of facts from general
concepts to specific concepts. For example, photosynthesis is a kind of biological production
event, whosc raw inaterias are cubsta..eb the plt must be able to assimilate. The output
includes organic compounds which are more complicated than the raw materials and may
include other organic and inorganic compounds in the form of by-products and waste-
products.
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Building on this ontology, each concept is represented with a frame, which contains
slots that record relations to other concepts. For example, Figure 3 describes the fruit
development process, its relations to the objects it affects, and its subprocesses. The
structure of objects and processes is represented with constraints among the parts: for
example, the grown seed is constrained to be contained by the developed pericarp, and fruit
development is constrained to occur before fruit ripening.

w,, Fruit Developpment

Feu~ig 3

Ferlittati

Figure 3or

The foundational knowledge of botany, as in most fields, is broad and complex. This

aff'ords considerable flexibility in its use, but poses problems for access: how can an ITS

locate and structure the knowledge relevant for answering a particular question.
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AN EXPLANATION GENERATION SYSTEM:
INITIAL RESULTS

When generating coherent explanations from a foundational knowledge base, it is nec-
essary to constrain the information presented so that the explanations are coherent and
contain only relevant knowledge. To accomplish this, we employ a small number of view
types, which are used to define the context for the explanation. Strategies derived from
the view types then generate the explanation within the contextual constraints defined by
the view type.

Each explanation generation strategy is designed to answer a given class of questions
the student might ask. In our examination of student questions, we have found that they
fall into a hierarchy of question types. Each question type represents a class of equivalent
questions, where two questions are considered to be equivalent if they can be put in the
same form without losing meaning. This form is used to select the appropriate explanation
generation strategy.

We will describe in detail the notion of view types and the question types they address.
Then we will show how strategies derived from the view types can provide answers to the
question type "How is X defined?".

View Types

Each coherent area of a knowledge base represents a particular viewpoint on the domain
knowledge. For example, an explanation about pollen might use the viewpoint of "'pollen
as an actor in plant reproduction" or "pollen as an object composed of other parts and
substances" or 'pollen as a nasal irritant."

Although there are an unlimited number of viewpoints possible, we propose that a
small number of view types are sufficient to characterize all viewpoints. The view types
that we have developed are the functional, modulatory, structural, class-dependent. and
attributional view types.

The functional view type considers the role of some object in some process. For exam-
ple, the viewpoints

* Pollen as an actor in Plant Reproduction

* Chloroplast as the producer in Plant Photosynthesis
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both employ-the functional view type.
A functional viewpoint necessarily includes a slot that represents some kind of actor in

relation, such as producer, agent, a . raw material. Sometimes this slot relates the object
and process of interest directly. Often there is only an indirect relationship. For example,
a part or specialization of the object may be an actor in the process specified, rather
than the object itself. Thus a functional viewpoint that relates the object and process
includes an obligate actor in type slot and certain other "permissible" slots (e.g., has part
and specialization) that provide intermediate links between the object and process. These
slots are permissible because their presence does not invalidate the functional relationship
between the object and process. For example. it can be said that one of the functions of
the seed is to protect the plant embryo, though strictly speaking it is the seed c -at, a part
of the seed, that protects the embryo.

The modulatory view type considers how one object or process affects another. An
example of a modulatory viewpoint is "Sunlight as an influence on Plant Growth" or
"Embryo Growth as a cause of Seed Coat Rupture." A modulatory viewpoint necessarily
includes at least one regulatory slot, such as causes or inhibits. Other slots also may be
included, as with the functional view type.

The structural view type considers an object or process in terms of its substructures-
or superstructures. These structures may be either temporal or spatial.

For example,

* Photosynthesis as the Light Reactions followed by the Dark Reactions

* Seed as the structure consisting of a Seed Coat, Endosperm, and Embryo

e Flower as Flower Bud Stage followed by Opening Flower Stage followed by Niature
Flower Stage

are all substructural viewpoints. Analogous superstructural viewpoints are

" Light Reactions as the subprocess of Photosynthesis preceding the Dark Reactions

" Seed Coat as the part of a Seed containing the Endosperm and Embryo

" Opening Flower Stage as the stage of Flower development following the Flower Bud
Stage and followed by the Mfature Flower Stage.
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As illustrated by these examples, a structural viewpoint includes those constraints that
specify how the temporal or spatial parts are interconnected.

The class-dependent view type considers a concept in terms of how it fits into a class
hierarchy. The class-dependent view type has two subtypes: categorical view type and
enumerative view type. The categorical view type considers a concept in terms of the
properties and relations it inherits from one of its generalizations (superclasses). For
example, "Flower as Reproductive Organ" and "Photosynthesis as Energy Transduction
Process" are categorical viewpoints. The enumerative view type considers a class concept
in terms of its instances (members) or specializations (subclasses). An example'of the
enumerative view type is "Plant Reproduction as Sexual Plant Reproduction or Asexual
Plant Reproduction."

The simplest view type is the attributive view type. This view type considers a concept
in terms of its properties or attributes. Property slots, such as color and weight, have values
that fall along some range or spectrum. Unlike the other view types, the attributional view
type involves properties rather than relations.

Since each of these riew types concerns t&- relationship of the concept of interest to at
most one other concept, it is straightforward to specify a particular viewpoint using these
view types. All that is required is to specify the concept of interest, the view type, and the
reference concept, that is, the concept to which the view type relates the concept of interest.
For example, (Pollen Functional-View-Type Plant-Reproduction) specifies pollen from the
viewpoint of its functional role in plant reproduction. Thus a view type is instantiated to
a particular viewpoint by specifying the concept of interest and the reference concept.

An ITS can use view types to generate coherent explanations in the following way.
The question asked by the student determines the concept of interest. The system then
selects a view type using information in the student's question and meta-level knowledge
about the applicability of the view types to the particular question type. The explanation
generator has a strategy for each valid mapping between a question type and a view type.
It uses the appropriate strategy to retrieve from the knowledge base the network of frames,
slots, and constraints that forms the basis of a coherent answer to the student's question.
The strategy uses the concept of interest and the reference concept to guide access to the
knowledge base.
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Question Types

To develop strategies for generating coherent explanations in response to student ques-

tions, an ITS must have a predefined set of question types. A question type is a template
for a class of questions that have the same kind of conceptual representation and that

are answered using the same explanation generation strategy. It is important to classify
questions on the basis of conceptual representation rather than syntactic form because the
same question can be phrased in many ways. However, one way to facilitate the process
of classifying student questions is to restrict the allowable syntax for each question type
so that the syntax of a student's question uniquely determines its meaning, and thus its

question type.
We have developed a hierarchically structured set of question types. When the student

asks a question of a particular question type that has subtypes, the stand-alone explanation
generator uses a default knowledge structure to transform the question into a more specific
question covered by one of the subtypes (or into a combination of more specific questions).
The customized system will be able to use the student model, the dialogue history, and
the knowledge base to make such transformations. In this way, the system can apply very
specific and direct explanation generation strategies even to a very general question. The

hierarchy of question types we have developed is summarized below.

* How is X defined?

- What kind of thing is X?

- What are some examples of X?

- Describe the spatial/temporal structure of X.

- What are the properties of X?

- In what events is object X an actcr?

- What events/objects does X affect (and how)?

- What events/objects affect X (and how)?

" What conditions are sufficient/necessary for X?
" What would be the effect on X if condition C were true/false?

" What processes/conditions/quan, ities influence quantity Q of X?
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" Compare/contrast X with Y.

- How is X different from the prototypical Y?

- How are the va. ies for characteristic C of X like/different from the values for charac-

teristic C of Y?

- How is the spatial/temporal structure of X like/different from the structure of Y?

- How is the role of object X in process P like/different from the role of object X in P?

- How is the effect of X on Z like/different from the effect of Y on Z?

" What are the values for cliaracteristic C of X?

" Why does X have the value V for characteristic C?

* Why doesn't X have the value V for characteristic C?

* -How is X related to Y?

* How does object X perform process P?

" What concept has the following properties and relations?

" What would be implied if condition C were true/false?

For each question type an explanation generation strategy must be developed. If the

question type represents questions that can be answered using more than one view type.

then a strategy that can be applied to the question type is needed for each view type.

For the definition and comparison question types described above, we have developed

strategies for each of the five view types. In the next few months we plan to implement

these strategies in a prototype explanation generation system. The next section is a brief

discussion of a few of these explanation generation strategies.

Definition Strategies

Much of our work on explanation generation strategies has focused on the definition

question type. Ve have taken a liberal interpretation of definition in which "How is

X defined?" is taken to mean "Give me some information about X that will help me

to understand its significance." Each view type is used to guide the construction of a
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particular explanation generation strategy. The explanation strategies for each of the five

view types are discussed below.

The functional view type strategy for generating definitions is as follows:

" The system collects all values found on actor in slots on the frame representing the

concept of interest.

" If any of these values is the reference concept, then the functional relationship has

been established. If none of them are, the system determines if any of the values are

specializations or subevents of the reference concept. (Here the reference concept is

restricted to processes.)

" If the above fails, the system attempts to establish a functional relationship between

one of the specializations or parts (either spatial or temporal) of the concept of
interest and the reference concept.

The class-dependent view type has two subtypes: the categorical view type and the
enumerative view type. The definition generation strategy for the categorical view type

attempts to show how the concept of interest is a specialization of the reference concept.

The reference concept is restricted in this case to a generalization of the concept of inter-

est. First, all slots, values, and constraints that the concept of interest inherits from the

reference concept are collected. Then the system retrieves all values local to the concept
of interest that appear on slots inherited from the reference concept.

The enumerative view type involves collecting either all the instances of a concept

representation in the knowledge base or all the specializations. If an unmanageable number

are found, then the system will present only a subset of the examples to the student. Unless
requested by the student, the system selects the enumerative view type only as part of a

definition using multiple viewpoints or for the definition of a superordinate category. A

superordinate category, such as furniture, is sufficiently polymorphic to warrant a definition

by example.

The structural view type strategy for generating definitions is conceptually the same

regardless of if a spatial structural viewpoint or a temporal structural viewpoint is re-

quested. The same basic strategy is used to explain the parts of an object, the stages of an
object, and the subprocesses of a process. The only difference in the strategies for these

three is the actual slots employed.
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To give a spatial substructural definition of an object, the system reports the values
and constraints on all part slots on the frame representing the object. The definition also
includes constraints on how these parts are interconnected. To give a spatial superstruc-
tural definition of an object, the system reports the values and constraints on all slots that
indicate what the object is part of, connected to, or contained in. In addition, it reports
all constraints indicating how the object is connected to its superstructures, including its
"neighboring" parts and interconnections.

The definition generation strategy corresponding to the modulatory view type has
several varieties, depending on the nature of the concept of interest and the reference

concept. Since either can be an object or a process, there is a strategy for each combination.
A general tactic used is to determine if some quantity, such as size or rate, of one concept
affects some quantity of the other concept through a qualitative relation. To determine
how a concept (either an object or a process) affects another process, the system first
determines if the concept appears in any constraints or preconditions on the process, or
on one of its subprocesses or specializations. Failing this, if the concept is an object, it
determines if one of the specializations or parts of the object affects the process. If still
no modulatory relationship is established, then it searches fori an actor in relationship.
If the concept is a process, it tries to establish a chain of slots such as causes, enables,
prevents, inhibiti, and facilitates from the first process to the second. The search for such
a chain also can involve specializations, generalizations, subprocesses, and superprocesses
of the two processes. To establish a modulatory relationship between a process and an
object, the system determines if the process or one of its specializations or subprocesses
has the reference object as an actor. If this fails, it determines if the event affects some
specialization or part (temporal or spatial) of the reference object.

If no modulatory link can be established using the above strategies. then it may be
possible to construct an indirect modulatory link. For example, although there may be no
representation in the knowledge base oi how the amount of sunlight in a plant's environment
affects the amount of glucose in the plant, such a relationship can be established by first
establishing the relationship between the amount of sunlight ana the rate of photosynthesis.
and the relationship between the rate of photosynthesis and the amount of glucose. The
system will search for such an indirect relationship only as a last resort and with a time
limit imposed.
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The def.nition strategy corresponding to the attributional view type involves collecting

all slots on the frame representing the concept of interest that are property or attribute

slots, such as color and weight. Once these slots have been collected, the values and

constraints found on the slots are retrieved. Like the enumerative view type, the system

will never use the attributional view type as the sole basis of a definition. Rather it will

use it in combination with other view types to provide added detail to the definition.

CONCLUSION

An important task of Intelligent Tutoring Systems is providing students with coher-
ent explanations. There are two basic approaches to explanation generation: presenting
"canned text" and generating explanations directly from the representation in the knowl-

edge base. Unlike using "canned text," generating explanations directly from the represen-
tation allows for the flexible use of explanations in the tasks of presentation, diagnosis, and

interpretation. We have presented five view types that can be used to design explanation
generation strategies for answering student questions.

Questions that can be put in the same form without loss of meaning constitute a

question type. When a student asks a question, the system uses the form of the question to

select the appropriate view type for the question. It then uses the explanation generation
strategy associated with the view type for that particular question type to generate a

coherent explanation from the underlying representation.
We have developed strategies from each of the five view types for the definition and

comparison question types. The definition strategies, either singly or in combination, were
sufficient to generate each of the 50 definitions selected from a botany textbook. In the next
few months we plan to develop strategies for the other question types and to implement
these strategies in a prototype explanation generation system.

Future work will include embedding the system described here in a customized expla-
nation generator. This customizing system will be sensitive to the particular needs of the
current student by accessing information contained in a student model. This requires de-
signing a student modelling system to build and maintain a model of the student's evolving

knowledge of the domain. To generate explanations that maximize discourse coherency.
the customizing explanation generator will also maintain and use a dialogue history. We
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will then perform a comparative analysis of the noncustomizing and the customizing sys-

tems to empirically test the effectiveness of explanation customization, as well as to gauge
the cost of enhancing a stand-alone explanation generator with a customizer, a student
model, and a dialogue history.
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Abstract

This paper describes the process of encoding tutoring knowledge in a knowledge -based tutor
and breaks it down into its component parts. Knowledge representtic.L is explained in terms of
modelling domain knowledge, human thinking, learning processes, and tutoring strategies. A
uniform language is proposed to store tutoring primitives, including lessons, topics and presen-
tations. Knowledge acquisition is described as a methodology for identifying and encoding the
expertise used by teachers to reason about tutoring. Control knowledge is explained in terms
of the machine's ability to first select a topic or response for an individual student and then
customize its discourse or dynamically modify its examples, questions, or descriptions.

The paper describes how tutoring can be understood in terms of the Artificial Intelligence
paradigm of knowledge and control. It shows how to represent knowledge computationally and
how to express it as strategies and rules. Architectures are proposed for developing new systems
and tools described to facilitate the process. The tools are now used in a generic and consistent
foundation which has enabled us to represent, acquire, and reason about tutoring knowledge
across several domains and from within several sites. Our goal is to enhance this framework and
ultimately to produce a system in which "just plain folk", including psychologists, instructional
scientists, and domain experts, can work directly on the machine to modify and upgrade tutors
without the need for knowledge engineers.
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1 BUILDING A TUTORING SYSTEM

We have evolved a generic and consistent foundation for representing, acquiring, and rea-
soning about tutoring knowledge. The big payoff has been that we can apply the framework
and evolving theory to several domains and have developed or designed systems that tutor
about statics, thermodynamics, time management, statistics, genetics, algebra word problems,
and explanations. In this paper we name that foundation, draw it, and describe it.

We are not invested in promoting a particular tutoring strategy, nor do we advocate a
specific intelligent tutoring system design. Rather, we build tools that allow for a variety of
system components, teaching styles, and intervention strategies to be combined into a single
framework. For example, Socratic tutoring, incremental generalizations, and case-based rea-
soning are just a few of the teaching strategies that we have implemented in this framework.
Ultimately, we expect the machine to reason about its own choice of intervention methods, to
switch teaching strategies, and to use a variety of tactics and teaching approaches, while making
decisions about the most efficacious method for managing one-on-one tutoring.

We are aided in our work by colleagues in three states who apply the tools we develop
to new do.-ai ns and new user groups. For example, colleagues at San Francisco SLate Uni-
versity have sent us several carefully built physics simulations on top of which we placed the
tutoring formalism described here.' These colleagues help us evaluate the tutors. One pro-
fessor at City College of San Francisco used the statics tutor (Section 2.1) in a classroom and
noticed deficiencies in the machine discourse which she amended in her verbal discourse with
the students. She added examples or explanations to bolster the tutor's response, to diagnose
student preconceptions , or to clarify the system's response. She delivered a list of additional
discourse moves to us to be incorporated into the next version of the tutor.

1.1 Cycle of Development in Artificial Intelligence Systems

Development of intelligent tutors, like development of any Artificial Intelligence system.
requires several iterative cycles: computer scientists and instructional designers have to first
collaborate on the design and development of a system, additional collaboration is required
to test it with students, and then the original implementation has to be modified and refined
based on information gained through testing. This cycle is repeated as time permits.

1.2 Representation and Control

A.rtificial Intelligence programs are built by first defining and encoding the knowledge to
be used and then by building control structures which define the way an interpreter will tra-

2
Participant institutions inciude San Francisco State University, San Francisco City College In:-,i:y -oue~e

in Hartford, CT.. and State University of New York at P1attsurg'n. NY
'San Francisco State University. tne University of Massachusetts. ana tie Universi-v of rHwaii are 7.temoe.s

of the Expioring System Earth Consortium. ESE . a group of universii.ies and :nc:strnes xorK.e :oe. :e-
build -nteiigent science tutors. The consortium .s supportea -v .,e Hewe".-Pacard Coroo:a-on.
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Figure 1: Representation and Control in a Tutoring System.

verse that knowledge. Knowledge representation refers to how knowledge is stored by a system
to allow it to model the domain, human thinking, learning processes, and tutoring strategies.
Knowledge bases store concepts, activities, relations between topics, and other quantities needed
to make expert decisions. In particular, they store a variety of the lessons, topics, presentations.
and response selections available to the tutor (see Figure 1).

Control refers to passage of an interpreter through those knowledge bases and its selec-
tion of appropriate pieces of knowledge for making a diagnosis, a prediction, or an evaluation.
For tutoring, control structures are specified at the four levels indicated in Figure 1, separately
defining control for selection of lesson, topic, presentation, and response selection.

Currently, our control structures are motivated by specific instructional and diagnostic
goals: thus, for example, one control structure produces a predominantly Socratic interaction
and another produces interactions based on presenting incrementally generalized versions of
new concepts or examples. Control structures are specific to a particular level of control and
are used separately to define the reasoning to be used for selecting a lesson. topic, presentation.
or response.

Acquiring and encoding this large amount of knowledge. or the knowiedge acquisini)n prC-
cess. is difficult and time consuming. This paper describes our current eff~r:s z,-. perform knc wI -
edge acquisition and knokledge engineering and to represent and reason about "n:s knc w.leo:_
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Figure 2: Tools for the Representation and Control of Tutoring Knowledge.

In particular, we have built a number of tools that facilitate the representation and reasoning

about tutoring knowledge (see Figure 2). For each knowledge base (lessons, topics, presenta-

tion, or response), we consider the nature of the knowledge that must be accessed, such as the

examples or questions (from the presentation knowledge base) or the activity the tutor must

engage in, such as to motivate or teach a topic, or to provide follow-up. We have built tools to

support each activity listed at the bottom of Figure 2. Only a few such tools will be described

in this paper, namely TUPITS, Exgen, Response Matrix, DACTN, and multiple views.

We divide the discussion into two parts, separately presenting tools for representing tutoring

primitives, or lessons, topics and presentations, and tools for representing discourse knowledge.

2 TOOLS FOR REPRESENTING TUTORING

PRIMITIVES

We define tutoring primitives as those elements needed for tutoring, such as topics to be
taught, specific tutoring responses, and possible student errors. Our knowedge bases hoid a

variety of examples. types of knowledge. tasks to be given to the student and adscourse states

describing various human-machne ineractions.
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Figure 3: Statics Tutor.

2.1 Example Tutoring Primitives

As an example of how tutoring primitives are used, we describe two tutors we have built in
conjunction with the Exploring Systems Earth (ESE) Consortium [31. These tutors are based
on interactive simulations that encourage students to work with "elements" of physics, such as
mass, acceleration, and force. The goal is to help students generate hypotheses as necessary
precursors to expanding their own intuitions. We want the simulations to encourage them to
"listen to" their own scientific intuition and to make their own model of the physical world
before an encoded tutor advises them about the accuracy of their choices. These tutors have
been described elsewhere (see for example, [16]; [18]) and will only be summarized here.

Figure 3 shows a simulation for teaching concepts in introductory statics. In this example,
students are asked to identify forces and torques on the crane boom, or horizontal bar, and to
use rubber banding to draw appropriate force vectors directly on the screen. When the beam is
in static equilibrium there will be no net force or torque on any part of it. Students are asked
to solve both qualitative and quantitative word problems.

If a student were to specify incorrect forces either by omiting force lines or by includ-
ing the wrong ones. the tutor makes a decision about how to respond. There are many possible
responses depending on the tutorial strategy in effect. The tutor might present an explanation.
a hint, provide another problem, or demonstrate that the student's analysis leads to a logical
contradiction. Still another response would be to withhold explicit feedback concer-nt -he
quality of the student's answer. and to instead demonstrate the consequence of omuttinz the
"rnissing" force: i.e.. the end of the beam next to the wall would crash down Such a respon.e
would show the student how her conceptions ught be in conlict with the )bservabie wori ace
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The network describes tutorial strategies in terms of a vocabulary of primitive discourse
moves. It is implemented in a language called TUrPITS4 which was used to build both the
tutor's described in Section 2.1. It is an object-oriented representation language that provides
a framework for defining primitive components of a tutorial discourse interaction. These comn-
ponents are then used by the tutor to reason about its next action.

As shown in Fig'ure 5 , each object in TUrPITS is represented as a frame and each frame is
linked with other frames representing prerec, ;-ites, co-requisites, or triggered misconceptions.
The primary objects in TUPITS are:

* Lessons which define high-level goals and co'nstraints for each tutoring session (see 7',);

* Knowledge URnits (KUs);

* ,IS-K's, which represent common misconceptions, wrong facts or procedures, and other
types of "buggy" knowledge;

* Examples, which specify parameters that configure an examnple. diagra'n, or simulation
to be presented to the student:

* Questions. which define tasks for the student and how the student's behavior &uring :h
task might be evaluated: and

'TL'PITS :Tutorial discourse P:imniti:'es "for Enteigent T' :ogn Systems "'ins o- a Hrwx'e::.Pac.<a:: -cDca:

anca an .Appie Macintosh II.
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* Presentations, which bind an example and a question togethier.

MIS-KUs, or "Mis-Knowledge Units," represent common misconceptions or knowledge "bugs"
and ways to remediate them. These are inserted opportunistically into the discourse. The tu-
toring strategy parameterizes this aspect of Knowledge Unit selecticn by indicating whether
such remediation should occur as soon as the misconception is suspected, or wait until the
current Knowledge Unit has been completed.

Control is achieved through information associated with each object which allows the system
to respond dynamically to new tutoring situations. For instance, Knowledge Units, or topics
-epresented as objects, have procedural "methods" associated with them that:

" teach their own topic interactively;

" explain knowledge didactically;

* teach their own prerequisites;

" test students for knowledge of that topic;

" summarize themselves;

" provide examples of their knowledge (an instantiation of a procedure or concept);

" provide motivation for a student learning the topic; and

* compare this knowledge with that of other Knowledge Units.

A specific tutoring strategy manifests itself by paranmeterizing the algorithm used to traverse
the knowledge primitives network based on classifications of and relations between knowledge
units. Several major strategies have thus far been implemented. For example, the tutor might
always teach prerequisites before teaching the goal topic. Alternatively, it might provide a
diagnostic probe to see if the student knows a topic. Prerequisites might be presented if the
student doesn't exhibit enough knowledge on the probe. These prerequisites may be reached
in various ways, such as depth-first and breadth-first traversal. An intermediate strategy is to
specialize the prerequisite relation into "hard" prerequisites, which are always covered before
the goal topic, and "soft" prerequisites, taught only when the student displays a deficiency.

Control and Reasoning about Examples. Another example of reasoning about tutoring
primitives is shown by the actions of ExGen r171; :13,. ExGen takes requests from the
various components of the tutor and produces an example, question. or description of the con-
cept being taught. A "seed" example base contains prototypicai presentations of each ty.pe.

ExYens modification routine expands this into a :nuch larger virtual space of presentations
as needed. The goal is to enabie the tutor to have flexibilitv in its presentatiin : -.:amples
and questions tasks that.accompany those examples. without needing to represent all possible
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Figure 6: Reasoning About Examples.

presentations explicitly.

Requests given to ExGen are expressed as weighted constraints called requests (see Fig-
ure 6). The constraints are written in a language which describes logical combinations of the
desired attributes of the example, and the weights on them represent the relative importance
of each of these attributes. The returned example generally meets as many of the constraints
as possible in the priority indicated by the weights.

ExGen is driven by example gene-ation specialists, or knowledge sources, each of which ex-
amines the current discourse and student models and produces requests (weighted constraints)
to be given to ExGen. These example generation specialists may be thought of as tutor-
ing rules, encoding such general prescriptives as "when starting a new topic, give a start-up
example" , or "ask questions requiring a qualitative response before those involving quantities."

The tutoring strategy impacts on this layer of presentation selection by prioritizing the
relative importance of the recommendations pr-'duced by each of the example generation spe-
cialists. Within a strategy. each specialist has a weight multiplied by the weight of the requests
produced by the specialists. Altering the behavior of the presentation control is simply a matter
of changing the weights on the specialists by selecting a new strategy

For nstance. one suec ,aList "equests that presentations -sc:;bin the c'irxent Kn, w>%Iede
Unit be given, and another requests that the student be questz-ned The e I: mpetini :e,:ue.-:'S
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are ordered by the current tutoring strategy. We are also examining strategies for temporal
ordering of the presentation of examples, such as Bridging Analogies (r21; L81 unpublished) and
Incremental Generalization.

Acquiring Tutoring Primitives Knowledge. Knowledge acquisition for tutoring primi-
tives knowledge means encoding the questions, examples, analogies, and explanations that an
expert might use to tutor a particular domain, as well as the reasoning he/she uses to decide
how and when to use those primitives. We achieve knowledge acquision for tutoring primitives
through a graphical editor which is used by the instructional designer to encode and modify
primitives and reasons why one primitive will be used instead of another. The graphical editor
allows a teacher to generate and modify primitives without working in a programming language.
The system presents a sheaf of "cards" listing a series of primitives. The user chooses a card
and brings the primitive into an edit window, from which he/she can build new primitives.

3. TOOLS FOR REPRESENTING DISCOURSE
KNOWLEDGE

Our tutors are beginning to represent and reason about their alternative responses to the
student. Choices are concerned with how much information to give and what motivational
comments to make. For instance, the machine must decide whether or not to:

" talk about the student's response;

* provide motivational feedback about the student's learning process;

" say whether an approach is appropriate, what a correct response is, and why a student's
response is correct or incorrect; or

" provide hints, leading questions, or a counter-suggestion;

Motivational feedback may include asking questions about the student's interest in con-
tinuing or providing encouragement, congratulations, challenges, and other statements with
affective or prelocutionary content. Control is modulated by which tutoring strategy is in ef-
fect, which in turn places constraints on what feedback or follow-up response to generate. The
strategy may also specify that system action be predicated on whether the student's response
was correct, or even that no response is to be given.

Reasoning about Discourse Level. As a start to this process we have defined several
high-level response strategies and tactics (see Figure7). For example. we have designated an
informative response tactic as one in which the mach.,ne will elaborate, give reasons and :cn-
gratulate the student For each concept represented in the machine. some of :hese pr:m:ve
responses are available and the machi;ne wilU enerate the requested tactic H.cwever %V - a s:
advise the system about strategies such as Socratic tutoring, being brief. an ve 'er: -e
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Figure 7: Reasoning about Discourse Level.

Here we indicate a priority ordering; thus to be Socratic, the machine must place highest pri-
ority on the tactic called coy and secondary rating on the tactic to be informative. If there is
a conflict between the checks and the crosses, that notation with the highest priority will win.

3.1 Managing Discourse

We realize that a more flexible and responsive discourse management technique is critical
to any tutoring or consultant system. By discourse management, we mean the system's abil-
ity to maintain interactive discourse with the user and custom-tailor its responses beyond the
generalized discourse level suggested above. Ideally, the system should tailor its response to
the idiosyncracies of a particular user. Machine discourse and response need not be in natural
language to be effective [10].

For example, the system should ensure that an intervention relates directly to an individual's
personal history, learning style, and on-line experience with the system. It should dynamically
reason about a user's actions, the curriculum, and the discourse history. In doing this the tutor
should make each user feel that his/her unique situation has been responded to, appropriately
and sensitively. In this way the system simulates one-on-one human tutoring behavior.
The mechanism we use to do this is called a DACTN, Qiscourse A.cton _.ransttton 1 etwork.5
which represents and controls the human-machine dialog. Figure 8 is a DACTN for responding
to a user about the inventory test of questions that he, she took in the system described in
Section 3.2. This graphic is taken directly off the screen of the system.

Sometimes the intervention steps designated by a DACTN are based on a tax-ncmv -,f fre-

'Rnymes wA:n ACT-IN
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quently observed discourse sequences which provide default responses for the tutor 1i8i. The
discourse manager also can reason about local context when making discourse decisions. Here
local context is an aggregate of the client profile and response history.

The DACTN represents the space of possible discourse situations: Arcs track the state
of the conversation and are defined as predicate sets while nodes provide actions for the tutor.
The discourse manager first accesses the situation indicated by the arcs, resolving any conflicts
between multiply- satisfied predicate sets, and then initiates the action indicated by the node
at the termination of the satisfied arc.

Arcs represent discourse situations defined by sets of predicates over the client profile and
the state of the system. For instance, the value of the arc "CLIENT-IS-AVO]fDINTG"(top-half
of Figure 8) is determined by infering over the current state of the profile and recent client
responses. Placing actions at the nodes rather than on the arcs, as was done in the ATN '15],
allows nodes to represent abstract actions which can be expanded into concrete substeps when
and if the node is reached during execution of the DACTN. For example, the node "EXPLA.N
RESULTS" (middle of Figure 8) expands into yet another complete DACTN to be executed if
this node is evaluated in the course of the intervention.

Each user response causes the user model, or in this case the personality profile, to be
updated, which in turn affects the interpretation of the current discourse situation. DACTNs
allow discourse control decisions to be based on a dynamic interpretation of the situation. In
this way the mechanism remains flexible, domain-independent, and able to be dynamically
rebuilt-decision points and machine actions are modifiable through a graphical editor, as ex-
plained in the Section 3.4. DACTNs have been implemented in two domains, one of which is
described in the next section.

3.2 Example Discourse Knowledge

TEV (Time, Energy, and Vision) is a consultant tutor that presents interventions directed
at improving an individual's personal time perspective. The system moves through two phases
which model the human-to-human consultation process: 1) Initial Client Assessment, and 2)
Intervention/Evaluation (see Figure 9).

Phase I: Initial Client Assessment.

During the first phase, TEV gathers information about the person's attitudes, knowledge.
and skills using an assessment instrument which, in a non-computerized version, has been tested
with 11.000 individuals. The client is presented with a series of statements which focus on atti-
tudes. knowledge, and skills related to time perspective (Stanford Time Perspectives Inventorv
.5') For each statement, the client is given a choice of five ratings ranging from very charac-
teristic to very uncharacteristic and is asked to indicate -How characteristic is this )f y u"
Example statements include the fo~lowint:
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Figure 10: Actual Evaluation of a Client who Presented a Present.-Oriented Time Perspective.

* Thinking about the future is pleasant to me.

a If thigs don't get done on time, I don't worry about them.

9 1 do things impulsively, making deisions on the spur of the moment.

* I try to live one day at a time.

Responses are evaluated according to the established interpretation of the instrument and
then used in two ways. First they are shown to the client in a graph form based on the client's
rating among his age-group peers (see Figure 10). Then an exrplanation of the results is pro-
vided along with an opportunity for the client to react (see Figure 11) . The evaluation and
the client's response are used as the initial database to form an internal client profile. The pro-
file is to help determine the future direction of the consultation and to generate expectations
about client responses. It becomes the primary determining knowledge base for designing the
consultation and is constantly updated to provide a moment.-to- moment view of the client.

Phase II: Intervention/ Evaluation.

The second phase uses the profe to begin the consultation process. Here the goal is to
create an onoin dialog waich leads the client to form and hold a more balanced ime perspec-
tive. A second oal is to improve the client's repertoire of useful m nment behaviors,

The d ogue is not generated ahrouh natura t nguae processin, ather throun oenu input andned
text output. This might e a miaon ofF t he system. However. prior work a -he area of com ouer- oasec cl.eat

iServnm-Schreier, 1986" shows phar ciinicall sinican1 therapy can oe acnaieve r, spe of th:s rlnti:po-
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Tutor-. Your stores indicate that you have a basically present oriented time per-

spective. Do you agree?

Person A: No. I think I also consider the future in my life. 14
Tutor: Well. let's look more closely a your scor, and see where you think they
ar wrong.

Person A: OK.

Tutor. Your score on the hedonism scale indicates that you may be extremely
simlar to people who are primarily interested in having a good time, taking risks,
and who often act impulsively. Does that sound like you ?

Person A: Mostly, but it sounds Utitle extreme.

Tutor: OK. let's look now as the fatalism sale, it indicates that you mey be very
similar to people who live one day at a time in order to avoid plannng for a fututre
they believe is determined by faze. Is that wh" you do?

Person A: Yes. I gues so.

Tutor: Let's look at one more scale. Goal-seeking. Your score here shows tha
you may not be similar to people who plan for the future and get satisfaction from
setting and achieving their goals. Do you agree?

Person A: It is true that I don't do much goal setting.

Tutor. It was mainly your scores on theso scales that led me to view you as
basically a present-onented person. Since you disagree with the hedonism score
slightly, why don't we say slightly present-oriented ?

Peason A: Yes, that sounds more like me.3

Figure 11: Dialogue about the Evaluation of Figure 10.

These goals are achieved through dialogue consultation, specifically through the use of interven-
tions, which are exercises or presentations designed to facilitate awareness of time perspectives
or to provide learning or practice of skills. Example interventions are "Learning to Say No,"
"Life Goals," and "Time Wasters." Dialogue strategies are derived from a large repertoire of
similar activities used in one-on-one and group counseling over the last 15 years by experts in
clinical psychology. These strategies and interventions have proven effective in improving time
management skills for a large number of people.

TEV's orientation as a consultant tutor has led to a view of interventions as dialogs. Each
intervention is seen as a distinct segment of an ongoing dialogue between TEV and the client
which is extended by presentation of the next intervention. The consultation experience for
each client is uniquely defined by the composite of high-level interventions and low-level dis-
course actions resulting from his/her responses to the system.

3.3 Representing Discourse Knowledge

In the system we have built, the consultant represents knowledge of discourse as alternative
plans. Knowledge of alternative curriculum activities is stored as predefined plans and alter-
native discourse moves are stored as different plan contingencies in these prestored plans (see
Figure 12). The consultant has limited planning ability to manage these plans and plan con-
tingencies. Pedagogical activities and discourse knowledge have been articulated by a cinical
psychologist and are used to generate the lesson plan in response to client input during the
lesson
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Plan of Action Local'Control:

intervention Selection Mechanism: TISM Execute DACTN

JR,

Curriculum: IACTN:
overlay model of Individual Pedagogical

skills,tasks, and behaviors Strategy

Figure 12: Levels of Control in TEV.

One characteristic aspect of the computational model of didactics is described here: the
plan of action or lesson plan that enacts didactic operations. The local contezt in which a
particular plan of action is triggered [14] was described in Section 3.1.

The plan of action is a unit of decision in the didactic process that manages knowledge

about the curriculum, the available teaching resources, and the client's needs. In the case of
a consultant, the curriculum consists of a prioritized overlay of skills. behaviors, and concer-ts

which the client should be able to understand, demonstrate, and integrate into his/her lifes.

(For example, one of th skills the machine presents is to keep a 'to-do' list or to have the client
state his/her priorities for the next month.) The plan of action is controlled by the TISM (Tev's
Intervention Selection Mechanism) which models an expert's ability to select appropriate inter-
ventions for a specific student. For each instructional objective, several pedagogical approaches

(DACTNS) are indicated as being able to achieve the chosen objective (see Figure 12). Alter-
natively, for each pedagogical approach, or single DACTN, several curriculum objectives might

be achieved. Our experts have developed a library of resources to teach alternative curriculum
items, such as identifying time-wasters. During a one-on-one consulting session, TISM chooses
among these resources based on an understanding of the needs and learning style of the client.

These resources are represented in the consultant in the form of interventions. The sys-
tem reasons about the current context in generating the next step in its plan of action. It is
constrained by the client assessment. a record of the client's state of knowledge. and system
history. The TISM is responsible for establishing a globally coherent instructional objective
and for ensuring that curricula-items follow each other in a way that matches the clients needs.
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3.4 Acquiring Discourse Knowledge

Knowledge acquisition for discourse knowledge involves encoding the reasons why an in-
structor makes decisions about responding to the student and how he/she decides when such
interventions will take place. We facilitate the knowledge acquisition process for discourse
knowledge by use of a graphical editor in which the instructor selects interventions and modi-

fies the dialogue "on-line." The editor facilitates piecewise development and evaluation of the
system, thus providing an opportunity for a wide circle of people, including psychologists, teach-
ers, curriculum developers, and instructional scientists, to participate in the process of system
implementation.

Because DACTNs provide a structured framework for representing dialogs, we have been
able to develop a visual dialogue editor which allows an expert to create new interventions
graphically and have them automatically translated into LISP .code. This allows the experts
to work on knowledge acquisition without having to work with knowledge engineers. Thus we
continue to elicit new interventions from our experts even as development and eviluation of
TEV proceeds. By adding interventions to the library and linking them to the curriculum we
expand TEV's repertoire without reworking the entire system.

The dialogue editor allows an expert to directly manipulate a graph of the dialoguewhere
each question, statement, or action is represented in an editable node, and each arc (also ed-
itable) represents a discourse situation that could result from the client's response.

The expert adds a new question or statement and is led through a series of prompts de-
signed to elicit the possible client responses. Each response has associated with it two pieces of
information: a classification of the response, which is based on the current user profile, and the
profile updates related to the choice of this response. Using a small set of classifications, i.e.,
EXPECTED, INDICATES-CONFUSION, AVOIDANCE, etc., the expert indicates his under-
standing of the meaning of this response. These classifications may depend on the current user
profile, since this provides an indication of context. The profile modifications may include both
updates based on the classification of the response and updates specific to this question and
response.

As each question is added the graph is updated so the expert always has a view of the
current state of the intervention. The underlying DACTN is created dynamically so that at
any point in the editing it can be executed against default profiles, allowing the expert to check
the appropriateness of the machine's responses.
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4 TECHNOLOGY AND INTELLIGENT TUTORING
SYSTEMS

4.1 Near-Term Goals

We are working toward the achievement of several near-term goals in this field. These are
listed below:

9 Real interaction and learning between the communities of instructional designers and
builders of ITS.

* Wide expansion of ITS into new training and teaching areas as computer price goes down
and memory and processing time goes up.

* Representing and reasoning about large numbers of teaching strategies based on advances
in Artificial Intelligence, Discourse Methods, and Cognitive Science results about teaching
and learning.

* Establishment of criteria by which domains can be. assessed as potential applications for
building new intelligent tutors. Such criteria include:

- topics which are repeatedly taught to large groups, e.g., military domains;

- difficult or dangerous domains;

- domains in which there exists an ability (or willingness) of the organization to in-
corporate new system, new style.

* Distribution of ITS tools, including knowledge bases, control structures, among sites,
between applications.

4.2 Long-Term Opportunities

We suggest that production of these systems will have long-term effects on education. In
particular, we propose that the following will be possible:

" Establishment of distributed education. Training and literacy is now communicated by
industry, community, schools, parents-education has moved out of the classroom. ITS
will contribute to this process, enabling people to learn at any place or time, free of
constraints.

" Enable students to become autonomous scholars. ITS will be used to access foreign
knowledge bases, on-line encyclopedia, graphics, real-time, long-distance results (e.g..
stock market closings), or com.municate with other scholars and other knowledge bases.

* Establish human-machine partnership. Two intelligent entities will participate in joint
problem solving. Each partner will use those features at which he she it excels Humans
are best at intuitive thinking, reasoning from incomplete. uncertain knowledge. and us-
ing analogies from disparate fields to draw conclusions. lachines are best at memc6r"

retention, computation. pattern matching, making plans. and organizing tools.
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e World-wide multi-media communication. Electronic networks, collision of media (televi-

sion, cd rom, video, computer) and movies all use the same digital signal, leading to rapid

and wide bandwidth communications.

9 Construction of mega-scale knowledge bases, all recorded encyclopedic knowledge avail-

able at a keyboard.

5 REFERENCES

[1] Atkins, T., The Second Law, Freedman; San Francisco, CA, 1982.

[23 Brown, D., Clement, J., & Murray, T., Tutoring Specifications for a Computer Program
Which Uses Analogies to Teach Mechanics, Cognitive Processes Research Group Working Paper.

Department of Physics, University of Massachusetts, Amherst, MA, April 1986.

[3] Duckworth, E., Kelley, J., & Wilson, S., "Al Goes to School," /it Academic Computing,
November, 1987.

[4] Gonzalez, A., & Zimbardo, P., Time in Perspective, Psychology Today, pp. 21-26, March,

1985.

[53 Gonzalez, A., & Zimbardo, P., Stanford Time Perspective Inventory, 1986.

[6] McCalla, G., Greer, J., & the Scent Team, Intelligent Advising in Problem Solving Domains:
The Scent-3 Architecture, Proceedings of the International Conference on Intelligent Tutoring
Systems, University of Montreal, 1988.

[7] MacMillian, S., Emme D., & Bekowitz, M., Instructional Planners: Lessons Learned, in
Psotka, J., Massey, L.D., & Mutter, S., (Eds.), Intelligent Tutoring Systems: Lessons Learned,

Lawrence Erlbaum Associates, Publishers, Hillsdale, NJ, 1988.

[71 Murray, W., Control for Intelligent Tutoring Systems: A Comparison of Blackboard Archi-
tectures and Discourse Management Networks, FMC Technical Reports #R-6267, 1988.

[8] Murray, T., Schultz, K., Clement, J., & Brown, D., "Dealing with Science Misconceptions

Using an Analogy Based Computer Program," uupublished document.

[91 Reichman, R., Making Computers Talk Like You and Me, MIT Press, 1985.

[101 Servan-Schreiber, D-., Artificial Intelligence in Psychiatry, Journal of Nervous and Mental

Diease, 174, pp. 191-202, 1983.

[11] Servan-Schreiber, D., From Intelligent Tutoring to Computerized Psychotherapy, Proceed-
ings of the Sixth National Conference on Artificial Intelligence, pp. 66-71, 1987.

112' Slovin, T., & Woolf. B. P. A Consultant Tutor for Personal Development. Proceedings of
the International Conference on Intelligent Tutoring Systems. University of Montreal. 1988.

13' Suthers. D., & Rissland. E.. Ex Gen: A Constraint Satisfying Example Generator. Cot,Z
Technical Report ;t 38-71),. University of Massachusetts. Amrherst. NIA. 1988.

89



19

[14] Wenger, E., Artificial Intelligence and Tutoring Systems, Morgan Kaufnann Publishers,
Inc., Los Altos, CA, 1988.

[15] Woods, W., Transition Network Grammars for Natural Language Analysis, Communica-
tions of the ACM, Vol 13:10, pp. 591-606, 1970.

(16J Woolf, B., & Cunningham, P., Multiple Knowledge Sources in Intelligent Tutoring Systems,
in IEEE Ezpert, Summer, 1987.

[17] Woolf, B., Suthers, D., & Murray, T., Discourse Control for Tutoring: Case Studies in
Example Generation, to be published as a COINS Tech Report, University of Massachusetts,
Amherst, MA.

[18] Woolf, B., & Murray, T., A Framework for Representing Tutorial Discourse, International
Joint Conference in Artificial Intelligence (IJCAI-87), Morgan Kaufmann, Inc., Los Altos, CA,
1987.

90



DESIGN OF A DOMAIN-INDEPENDENT PROBLEM SOLVING
INSTRUCTIONAL STRATEGY FOR

INTELLIGENT COMPUTER-ASSISTED INSTRUCTION123

Harold F. O'Neil, Jr.
University of Southern California and Advance Design Informaon, Inc.

Dean A. Slawson
University of Californa, Los Angeles, and Advance Design Information, Inc.

Eva L Baker
UCLA Center for the Study of Evaluation and Advance Design Information, Inc.

SUMMARY

The document is organized in three sections. Section I is included to provide background and
context. Section I contains the domain-independent inswuuconal strategy (Tables 2 and 3) and documents-.
the evolutionary changes in our thinking on this strategy. The information in this section was derived
froth several sources: the research literature, knowledge elicitation of an Army subject matter expert
(SME) and expert teacher, as well as from reviews of draft strategies by ADI consultants, particularly Drs.
Robert Gagne, Douglas Towne, and Richard Clark. Significant contributions were also made by Dr.
Thoagmin L In addition, relevant comments by colleagues at Perceptrnics ana Harris Corporon have
been incorpratmd. Finally, relevant suggestions by government monitors on our contract research project
were implemented. In Section II, implementation issues are discussed and fture developments
suggested. 4

BACKGROUND AND CONTEXT

The ideas for this chapter were derived from a program of research in the area of intelligent
computer-assisted instruction (ICAI) with which we were associated. We view the application of ICAI as
one way of increasing the cost-effectiveness of future education and training systems. We prefer the term
ICAI to intelligent tutoring systems (ITS) because we view tutoring as only one of many possible

IThe research reported herein was supported in part by the Air Force Human Resources Laboratory,
Army Research Institute for the Behavioral and Social Sciences, Navy Training Systems Center. and
Advance Design Information, Inc. However, the views, opinions, and/or findings contained in this report
are the authors', and should not be construed as an official Department position, policy, or decision.
unless so designated by other official documentation.

2 A version of this paper will be presented at the 1989 Knowledge Architectures in Intelligent Tutoring
Systems Conference. San Antonio. Texas.

3A version of this paper will be published as a chapter in Burns. H.. Luckhardt, C., & Ratlett. I., (Eds.)
Knowledge architectures in intelligent tutoring systenu. Orlando, Florida, Academic Press, 1990.

,t The chapter version of this paper will focus on examples of instructional rules for a particular
environment, i.e., teaching selected troubleshooting task strategies of the electrical system of the
Improved TOW Vehicle (ITV). It will also document representative domain specific instanti,ons of
principles, procedures. concepts, and facts.
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instructional strategies. ICA also offers a technology to implement one-on-one rtoring, 'lich Bloom
(1984) suggests is the most effective educational intervention. In parucular, we were interested in
designing and developing software tools that would make the design and development process of ICAI
more efficient and effective. From our viewpoint in the instructional arena, we originlally thought that this
would provide both domain-independen and domain-dependet inscuctional mregies. Thus. each
strategy would be instantiated in the domain of interest. These strategies would collectively teach the
subject maer in question. This chapter will briefly discuss intelligent computer-assisted instruction and
then focus on what we consider the key technical issues.

Inteitnt CMuter-Assisted Instruction
ICAI is the application of artificial intelligence to computer-assisted instruction. Artificial

intelligence, a branch of computer science, is deined as making computers smart in order to (a) make them
more useful and (b) better understand human intelligence (Winston, 1977). Topic areas in artificial
intelligence have included natural language processing, vision, knowledge representation, spoken
language, planning, and the development of expert systems.

Expert system technology is the branch of artificial intelligence which is, at this point, most relevant
to ICAL ICAI systems use approaches from artificial intelligence and cognitive science to teach a range of
subject matters. Representative types of subjects include: computer programming in PROUST (Johnson
& Soloway, 1983, 1987) or the LISP Tutor (Anderson, Boyle, & Reiser, 1985', rules in ALGEBRA
(McAnhur, Stasz & Hotta, 1987), and diagnosis of infectious diseases in GUIDO)N (Clancey, 1979,
1987). Represetative research in ICAI is described by OJeil, Anderson and Freeman (1986) and
Wenger (1987).

Progress in cognitive science has been made in the following areas: identification and analysis of
misconceptions or "bugs" (Clement Lockhead, & Soloway, 1980), the use of learning strategies (O'Neil
& Spielberger, 1979, Weinstein & Mayer, 1986), the nature of expertise as expert versus novice
knowledge (Chi, Glaser, & Rees, 1982), the role of menW.l models in learning (Kieras & Bovair, 1983,
Konoske & Ellis, 1986), and the role of self-explanations in problem solving (Chi, Bassok, Lewis,
Reimann, & Glaser, 1987).

The key components of an ICAI system consist of: (r) the knowledge base-that is, what thestudent is to learn, ie., the expert model which represents both the relevant knowledge in the domai, and
can solve problems as an expert based on this knowledge; (b) a student model, in which a model is
constructed by comparing the student's performance to the computer-based expert's behavior on the same
task. and finally (c) a tutor, that is, insructional techniques for teaching the dec Wantive or procedural
knowledge. This final component represents the teacher and must be able to apply the appropriate
instructional tactics at the appropriate times. It should model the desirable properties of a human tutor. In
general, the tutor must know what to say to the learner and when to say it. In addition, it must know how
to take the learner from one stage of skill to another and how to help the learner, given his or her current
state of knowledge. In general, there are few extant examples of complete ICAI systems.

Although suggestive evidence has been provided by Anderson, Boyle, and Reiser (1985) and BaKer,
Aschbacher, and Feifer (1985), few of these ICAI projects have been eval. .ted in any rigorous fashion.
There are no examples of the explicit use of formative evaluae .. In a sense they have all been toy
systems for research and demonstration. Nonetheless these projects have generated a good deal of
exi'itement and enthusiasm because they indicate that ICAI systems can be effective instructional
environmers.

However, few instructional design cotisideraons (e.g., Ellis, Wulfeck & Fredericks, 1979; ?ark,
Perez & Seidel, 1987; or Reigeluth, 1987) are reflected in ICAI tutors. An exception is the work of Baker
et a-. (1985), which suggests instructional strategies to urnrove existing ICAI programs. This chapter
reports a systematic attempt to provide an instructional framework for the design of an ICAI sy-teii. In
particular, wc have struggled with the specifications of domain-independent instructional strategies and
domain-dependent instructional strategies.
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CONCEPIUAL ISSUES

A particularly knotty problem associated with developing the framework for domain-independent
insmrconal smtegies has been determining the boundaries of concepts such as "domain" and
"independent."

What's a "Domain"? Part of the issue revolves around the definition of domain. In cognitive
science, the term usually refers to a subject matter area (e.g., math) or a process within a subject matter
area (e.g., use math formulae). The term domain is often used synonymously with application area (e.g.,
equipment maintenance). Further, within an application area the focus has often been on the task level
(e.g., diagnose and troubleshoot an electrical system). Instructional researchers, however, tend to use the
term domain to refer to performance outcomes, e.g., the learning of procedures. Thus, domain could
legitimately refer to subject matter, application area, task, or performance outcome. We believe it is
essential to be specific, explicit, and consistent in our meanings of critical terms. We will use the term
domain to refer either to task or to subject matter area.

What's "Indenendent"? Another part of the issue revolves around the term independent (Le.,
independent of what?). Given the diversity of definitions of domain, independent can have a number of
interpretations. Independent can mean "other than" or "as well-as" the target domain. Domain-
independent instuctional strategies could mean independent of the subject matter (Le., strategies
independent of math), or independent of the performance outcome (i.e., strategies appropriate both to
concept learning and to problem solving), or both. The problem of domain independence, in other words,
is a problem of degree of transfer or generalizability.

Our solution to this issue is based on two key assumptions: (a) it is mandatory for instructional
practices to specify for the designer the outcome or objective of the learning (e.g., problem solving); and
(b) various outcomes (e.g., problem solving or principle learning) have specific learning conditions, i.e.,
instructional strategies. (The second assumption was adopted from the fiamework of Bob Gagnr and
David MerrilL) These learning conditions are dependent on outcome (e.g., problem solving), but are
independent of domain or task as we are using it (e.g., diagnose and troubleshoot the electrical system).
These learning conditions or strategies are also thought to be independent of subject matr or application
area. Nonetheless, these conditions (or strategies) must be instantiated for a particular domain.

What's "Dependent"? Reflecting the problem of independence is the issue of domain dependence.
Our analysis suggests that domain dependence indicates a domain that is exclusive or unique to the
particular task area, with no generalizability across either subject matter or types of performance outcomes.

The next set of discriminations involve distinguishing between instantiations of domain-
independent instructional strategies and domain-dependent instructional strategies. After considerable
effort to develop counter examples, we have agreed that we have found no domain-dependent instructional
.,degies that could not just as well be called domain-specific instantiations of domain-independent
insructional strategies. This finding may counter some work on problem solving in cognitive science.
However, we believe that while Wk requirements differ enormously, task-specific instruction is best
conceived of as instantiations of domain-independent instructional strategies rather than as domain-
dependent instructional strategies unique to the particular domain. In fact, the differences among domain-
dependent and domain-specific instantiations of strategies are not hard and fast, and, undoubtedly, share
space on the same continuum.

With respect to our rule classification as domain-dependent or domain-independent, we have decided
to operationally define independent in terms of a strategy's appropriateness to a particular class of learning
outcomes, specifically, problem solving.

Domain Independent Instructional S cratem-
For our own work we have chosen problem solving as it is appropriate for ICAI technology.

"Problem Solving" (a Gagnd term) is roughly equivalent to Merrill's "Using Principles." The domain-
independent instructional strategies (or, in Gagni's terms, learning conditions) for problem solving are
shown in Table 1.
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1. Retrieval of relevant rules and concepts

2. Successive presentation of novel problem situations

3. Demonstration of solutions by student

(Gagne, 1977)

Table 1. Domain-Independent Instructional Strategies
(Learing Conditions) to Teach Problem Solving Outcomes

The instructional strategies in Table I are clearly at a very general level. For this research program
our area of interest is troubleshooting. Troubleshooting is a concept that comprises many activities; one
activity is problem solving. The technician is confronted with a malfunction which shows itself in certain
"symptoms." He or she must then us,. his or her knowledge of the system, the tools available for
diagnosis, and troubleshooting strategies to find the source(s) of the malfunction. Each malfunction with
its set of symptoms constitutes a new problem to be solved by a thinking process. The more rational and
informed the thinking can be, the more efficient the procedure of locating the trouble will be. We have
provided the in'cnoal strategies to teach diagnostic problem solving in Table 2.

In Table 2, the domain-independent instructional sequence is provided in list format since this is
clearer and more efiicent than rule format for communicating macro sequences. The rules which sequence
items in this list are "housekeeping"-not instructional-and would be devised by the implementor. The
domain-independent strategy in Table 2 was instantiated in the area of troubleshooting for the turret system
of the Improved Tow Vehicle (ITV). Before we provide the next level ofdetail of these strategies in
troubleshooting in Table 3, we will discuss the troubleshooting area itself.

Troubleshooting is a broad area of activity. We have chosen to focus on the subset of tasks that
include the use of troubleshooting aids and techniques to test hypotheses and locate and correct faults.

Canying out troubleshooting in this area involves following procedures of several kinds.
Sometimes the trouble can actually be found by following a fixed sequence of steps (this is one end of a
continuum of complexity of troubleshooting tasks). More often, though, procedures am simply parts of
the whole activity that is required. There are procedures for identifying the location of parts of the system.
Ther are procedures for taking apart equipment components. And there are procedures for using test
equipmenL All of these are procedures that must be well known by the technician, else he or she will be
impeded in his or her main task-thinking out the solution of a problem.

Presumably, an expert tutor would break down troubleshooting into at least five components:
I. Identifying equipment parts by name (for matching with technical manuals, supply lists);
2. Identifying the flow of power and/or current through the system;
3. Demonstrating the function of each part in terms of the flow;
4. Demonstrating the use of test equipment; and
5. Strategies for troubleshooting.
It should be emphasized particularly that this knowledge is predominantly what is called

"procedural." However, declarative knowledge (such as the equipment "lore" of the veteran) is useful as
an aid to encoding and retrieval of the procedures themselves.

This strategy is based on a refinement of Dr. Robert M. Gagnd's work in die teaching of troubleshooting.

9/ H. O'Neii, Jr.
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1. Define diagnostic problem solving family to be taught by describing problem solving
characteristics or events pertaining to the family (e.g. "Electrical troubleshooting consists of
checking current flow at input and output points, etc...").

2. Communicate a description of the appropriate example device(s), as whole systems, and
necessary concepts and principles of operation in the ortder prescribed below:

a. Present name and brief overall description of the device including operational controls or
inputs and ways in which failures are indicated on the device w/ examples.

b. Present concepts of causal media in system (e.g. current flow if electrical system, forces if
mechanical, etc.)

c. Present concepts of schematic representation and methods of illustrating physical/schematic
mapping to be used, with examples.

d. Present concept of replaceable units. Present names and locations and functions of
replaceable units-using diagrams as needed-as examples. Require the student to identify
the parts by pointing to them.

e. Teach operatiQn and function (how the system works in terms of inputs, controls,
component fujnctions, causal flows, and outputs) of major activating and intermediary
components, with reference to schematics and physical layout diagrams, taught by racing
causal paths through components on schematics and referencing physical locations.

3. Confirm or teach subordinate skills (e.g., demonstrating how each check is made, how each
exchange is done in the example device, etc.)

4. Describe and demonstrate appropriate diagnostic problem-solving task strategies to be taught for
this application (e.g. select component to test based on malfunction probability, etc.).

5. Provide practice, using a variety of novel problems requiring the strategies taught, and provide
feedback and correction.

Table 2. Domain Independent Instructional Strategy to Teach Diagnostic Problem-Solving

Table 3 was generated by ADI consultant Dr. Robert Gage. Entries 1, 2, and 3 are domain-specific
instandations of the learning condition "rtrieval of relevant rules and concepts" (see Table 1). Entry 4 is
the "successive presentations of novel problem solutions" (see Table 1). And Entry 5 is the
"demonstradion of solutions by student" (see Table 1).

As is shown in Table 3, in the application area of ITV, the domain-specific problem-solving task
strtgies are to find system faults based on: (a) malfunction probability, (b) change cost. and (c) split-half
search. These are taught using domain-specific instantiations of domain-independent strategies.

In summary, the instructional outline in Table 3 presents a domain-independent insrrucional strategy
(Entries 1-5) for teaching the domain-dependent problem solving task strategy (e.g., split-half) of electrical
troubleshooting. We view the teaching of these task strategies as "using principles": Tasks would be
taught using a modified version of Merrill's Component Display Theory (Merrill, 1987). These tasks are
taught using domain-specific instantiations of domain-independent instructional strategies. Our project
provided a first cut of the instantiations of these strategies by providing instantiations of the domain-
independent instructional strategies in troubleshooting the electrical faults of a particular vehicle.

H. O'Neil, Jr.
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To teach domain-independent troubleshooting, using several malfunctions of the ITV turret system
as instances of domain-independent strategies:

1. Communicate a description of the system as a whole to identify scherm having the following
components.

a. concepts of current flow in each subsystem
b. concepts of major replaceable parts by name
c. concepts of schematic representations of parts
d. functions of parts

2. Communicate that troubleshooting consists of checking current flow at input and output points
of parts, and then replacing the part that shows an absence of proper output.

3. Confirm or teach subordinate skills, demonstrating how each check is made and how each
replacement is done.

4. Describe and demonstrate the problem-solving task stnategies:

a. malfunction probability
b. change cost
c. split-half technique

5. Provide practice, using a variety of problems requiring troubleshooting with the use of these
stategies, and providing feedback and correction.

Table 3. Domain-Independent Instructional Strategy to Teach Elecuonic Troubleshooting

Revisionsd mn
An Army rrv Electronics Troubleshooting SME met with Perceptonics and ADI personnel for three

days for elicitation of instantiations of instructional and remedial stategies and elicitation of student errors
and deficiencies. The SME, working with ADI, suggested changes in the order and content of insuctional
strategies; these are reflected in the Tables 2a and 3a, which are revisions of Tables 2 and 3, respectively.
Although this document reflects interactions with the SME, it has not been reviewed or approved by him.
The tables were also reviewed by colleagues at Perceptronics and Harris Corporation but no needed
changes were noted.

(SME comments or changes in italics)

1. Define diagnostic problem solving family to be taught by describing problem solving
characteristics or events pertaining to the family (no changes)

2. Communicate a description of the appropriate example device(s), as whole systems, and
necessary concepts and principles of operation in the order prescribed below:

a. Present name and brief overall description of the device including operational controls or
inputs and ways in which failures are indicated on the device w. examples.
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b. Present concepts of how things are caused in the system (e.g. data/signal flow if elecuical
system, forces if mechanical, etc.) (revised terms)

c. Present concepts of schematic representation and methods of illustrating physical/schematic
mapping to be used; examples.

d. Present concept andfunction of replaceable units-using block diagrams as needed-as
examples. Require the student to identify the parts by pointing to them. (Teach top level
descripion frst)

e. Teach operation and function (how the system works in terms of inputs, controls,
component functions, causal flows, and outputs) of major activating and intermediary
components, with reference to schematics and physical layout diagrams, taught by tracing
causal paths through components on schematics and referencing physical locations. (Teach
derailed operation and function using schematics fter general fncon of replaceable units
in previous presentation)

3. Confirm or teach subordinate skills (no changes)

4. Describe and demonstae appropriate diagnostic problem solving task stategies to be'taught
for this application (no changes)

5. Provide practice, using a variety of novel problems requiring the strategies taught and provide
feedback and corrections (no changes)

Table 2a. Revised Domain Independent Instructional Stategy to
Teach Diagnostic Problem-Solving

(SME comments or changes in italics)

1. Communicate that "Electrical troubleshooting consists of using techniques and straegies to
ver[ data or signal flow in a device in order to find and replace faulty LRU's (line replaceable
units)". (Changed in wording, order - was step 2)

2. Communicate a description of the example system as a whole to identify schema, having the
following components: (Note change in order and grouping of substeps; also, as prerequisites,
these concepts would apply for this application in the pretest only, before any instruction.)

a. Present an orientation which typically includes demonstration and (sometimes) hands on
experience with the system infull operation including operational controls or inputs and
ways in which failures are indicated on the device (with examples). With experienced
students, present new things by building on previous knowledge, highlighting similarities
and differences.

b. Use of reference designators and concept of line replaceable units (LR U's). Briefly present
names, locations, and functions (generally) of specific LRUs to be used in this instruction--using block diagrams, TM, etc.*-as examples. Require the student to identify the parts by
functon by pointing to them. In this context, present concepts of how things are caused in
the system by major subsystem functions and data/signal flows. (In classroom setng, this
is often a brief presentation followed by hands-on operation.)

H. O'Neil. Jr.
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c. Present concepts of schematic representations of systems and methods of illustrating
physicallschematic mapping to be used, with examples. (SME says some kind of diagrams
would be helpful for physicallschematic mapping but in the school they learn where parts
are on vehicle by hands-on experience, not during prerequisite presentation. The level of
presentation would be at the level of modules or block diagrams before detailed schematics,
e.g. "there is 24 VDC between these pins connecting these two LRU's ")

d. Teach detailed operation and function (how the system works in terms of inputs, controls,
component funcdtons, causal flows, and outputs) of major activating and intermediary
components, with reference to schematics and physical layout diagrams, taught by tracing
data or signal paths through components on schematics and referencing physical locations.
(At this point the SME is working at the level of specific components inside a module
Also, any peculiarities of schematic representation for this vehicle would be taught in the
current context.)

3. Confirm or teach subordinate skills (Again, since these are prerequisites, the test of these skills
would precede the course and they will not actually be taught here in the demo application.
Included are basic troubleshooting knowledge, safety, par replacement, standard operating
procedures, etc.)

4. Describe and demonstrate the troubleshooting task srategies. These are taught in the order of
tical use or most likely frequency of use, except that split hais taught first because the other
strategies are frequently combined withis "defaul( strategy. Practice should be provided
after each strategy, including examples which integrate and require dicriminations between the
strategies taught up to that point. The strategies to be taught assist in the basic troubleshooting
process of localizing, isolating, and Identifying faults:

a. split half (basic strategy for determining effcient fault search in series circuits)

b. malfunction probability (test likely failed components first)

c. change cost (e.g. perform easiest tests first)

d. necessary and sufficient factors (using logic and knowledge of normal parameters to
localize and identify faults)

e. commonality offault (using principle that concurrent symptoms with common component
imply the common component is faulty)

5. Provide practice, using a variety of novel problems requiring the strategies taught and provide
feedback and correctons. The final practice should integrate all techniques taught. After the
techniques are practiced, a poswnet requires the learner to locate faults giving reasons for steps
to verify understanding.

Table 3a. Revised Domain-Independent Insruuctional Strategy to
Teach Electronic Troubleshooting

IMPLEMENTATION ISSUES

Students would be taught electronics troubleshooting task strategies using the instructional strategy
found in Table 3a (Entries 1, 4, and 5). Since the application is to teach troubleshooting task strategies, a
pretest would be needed to screen out any students who do not have the prerequisite facts, concepts, and
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skills (Table 3a: Entries 2 and 3). Students experienced in troubleshooting the ITV should get a perfect
pretest score, barring error. The pretest is not part of the instructional rules or instantiations for teaching
the troubleshooting task strategies, and so is not included in our designed knowledge base. Likewise,
rules for remediation of basic skills and knowledge and for postzesang are not included. However, in the
chapter version of this document, instantianons of the inuctional strategies will be provided for the
ommunication of selected troubleshooting task strategies (e.g., presentation of the principles with
examples and practice). In addition, remediation to correct misunderstanding or misapplication of the task
strategies themselves, plus a few deficiencies common to even experienced troubleshooters (e.g., inability
to locate components), will be selectively provided.

The domains of interest will be portions of three 1TV troubleshooting cases elicited by Perceptronics
in a modified petri net formalism, properly contexted and, with the assertion of various faults, used as
examples and practice exercises for teaching the use of some of the troubleshooting task strategies. The
task strategies that are adequately covered in the malfunction networks are "fault search based on
malfunction probability" and "change cost" (Table 3a: Entries 4b and 4c). The other task strategies would
generally be taught in the same manner, but are not included as they did not appear in at least two
malfunctions.

An implementor would note the implicit macro sequencing information in Table 3a. Concepts or
principles are taught in the order in which they appear. Micro sequencing for teaching the task strategies is
indicated in specific rules. At a micro level, the presentation of each troubleshooting task strategy is -
followed by practice on the strategy just taught and instruction and practic on synthesizing the new
knowledge with any previously taught strategies.

Future Develonnts
Following are some specific areas in which additional work is needed for the researcher and for the

implementor.
Alternate and Paranelerized Strateie. One of the requirements for a researcher is to be able to

modify and try out variations of the domain-independent instructional strategies, Le., the provision of
"knobs and dials." For example, the researcher might vary: (a) the degree or kind of learner control, (b)
the immediacy, amount, or kind of feedback (e.g., guided practice option), (c) performance criteria or
branching options after learner performance evaluation (e.g., if fail then ignor r y/kick out), and (d) the
amount or kind of tutorial help or explanations available when requested by learner.

Any of these options could be implemented in a variety of ways. For example, learner control could
be optionally "off," "on," or "automatic" (i.e., under control of the tutor). With or without control by the
researcher, the default or "automatic" selection of alternative strategies must be specified by metarules
which determine the active rule sets.

Review Technim. In addition to the areas of knowledge base refinement indicated in thecomments above, general refinement of the knowledge communications, rules, and rule classifications are
needed. Depending on the degree to which an application is to be developed (i.e., the courseware issue),
further work may also be required in specifying rules that are specific to a learner interface. The rules will
have to undergo more extensive validation in the areas of consistency and completeness.

Since we were required by contract to produce no software, our series of reviews focused on
determining the instructional validity of the rules and the completeness of the rule set, and on providing
domain-specific instantiations. Draft rules were reviewed by ADI consultants Drs. Douglas Towne and
Richard Clark. and were also reviewed in a government EPR. Suggestions were also made by
Perceptronics and a meeting was held with Harris colleagues to discuss the rule set.

Validation included checking for completeness, consistency, and correctness of the rules.
Simulations (via people, not computer software) of rule firing under error-free instruction resulted in rule
changes. Further, the knowledge communications were revised so that they now have labels for their
constituent parts (a Perceptronics suggestion). These labels would allow the domain-independent
sequencing rules to reference displays indirectly, and the instantiations with explicitly coded sequencing of
presentations would be eliminated. ADrs check for consistency and completeness also turned up some
inadequate rules, rule conflicts, and misclassifications, which were resolved and which resulted in a
modified rule set.
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Where Are We Now?
We have a good "first cut" of a domain-independent instructional stategy to teach troubleshooting of

an electrical system. Further, we have a reasonable rule set to teach one aspect of domain-specific task
strategies. Our next step is to implement our design and test i. We are currently seeking funding to
accomplish this goal.
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MANAGING COMMUNICATION KNOWLEDGE
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ABSTRACT

Intelligent tutoring systems which are capable of training
students in complex problem solving tasks require man/machine
interfaces that are extremely flexible. This paper discusses the
issues surrounding the design, implementation, and evaluation of
flexible training environments.

This paper will begin by defining student/computer
interaction and will explain how this definition is becoming
obsolete as we move toward more student-centered, reactive
environments. The idea of microworlds, similar to the Orbital
Mechanics tutor, demonstrates the effectiveness of these new
student-centered environments. Because advances in interface
design have allowed us to explore more complex reasoning tasks,
researchers should now focus on the question of developing more
formal design specification tools that can be used to describe a
particular type of interaction at a conceptual, rather than
implementation level. Formal specification techniques are
particularly useful because they describe user behavior,
independent of software implementation. Finally, this paper
explores the question of how to evaluate'student/computer
interfaces, particularly reactive learning environments.

INTRODUCTION

This paper describes the communication knowledge part in an
intelligent tutoring system (ITS). Traditionally, corr"nication
knowledge has been defined as a specific module that is
responsible for administering the interaction between the student
and computer [27]. Under this narrow definition, the
communication module can be considered an information exchange
system. More recently, the definition of communication knowledge
has been expanded to include the entire tutoring system. Indeed,
Wenger [25] maintains that the primary purpose of an intelligent
tutoring system is to provide the student with a set of operators
that will cause/or support the communication of knowledge. These
set of operators now include a vast array of interactive styles
(menus, natural language, icons) and interactive de% =es (mouse,
touch pads, speech recognition). Under this broader definition,
the designer of intelligent tutors is responsible for building
massive communication management system that controls and
monitors a student's learning environment.
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The following paper will discuss how designers of
intelligent tutoring systems confront the problem of creating
systems that communicate rather than simply provide information;
the distinction between communication management systems and
information exchange systems is fundamental to this discussion.
Further, this paper will attempt to answer such questions as;
What is communication knowledge in an intelligent tutoring
system? How is it different from other types of communication?
How does one represent and present communication knowledge? and
How does one evaluate an effective communication system? These
and other issues will be discussed below.

The first section explains the relationship between
communication as defined in intelligent tutoring systems and
theories of communication as developed by human communication
researchers. The second section defines communication knowledge
within the context of existing intelligent tutors. The third
section discusses a methodology that can, hopefully, assist
designers of communication knowledge. The fourth section
discusses the question of evaluating the communication between
student and tutor. Finally, the paper concludes with a
discussion of future research.

A DEFINITION OF COMMUNICATION

The field of human communication studies has a body of well-
established knowledge about which intelligent tutor interface
designers are largely unaware. The term communication has had a
variety of meanings for different communication theorists. Its
most restrictive definition refers to face-to-face communication
and relates only to the function of referencing the transmission
of information between two individuals (2]. This allows for only
a few necessary functions to be fulfilled by the communication.

More recent definitions refer to communication acts that
reference an external world of objects and events [17]. The
simplest possible communication act involves one person (A)
transmitting information to another person (B) about some object
(X) (see figure 1). The meaning of the conversation consists of
"report" and "content" functions, and "command" and
"relationship" functions. Thus, a successful communication act
consists of managing or manipulating content and relationships in
order to come to some agreement about object X.

Traditional man/computer interfaces use the metaphore of
communication in a more restrictive manner. The computer is seen
as a passive partner engaged in information exchange with a user
who gives orders or makes requests while the computer does the
work (see figure 2). Most computer users are not interested in
communicating with computers, but rather want tc use the computer
to solve problems or accomplish a task. This model can be seen
most readily in computer applications such as querying a
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database, using a word processor, or manipulating a spreadsheet.
Even when the user is given a more direct interface, he is still
engaged in information exchange. In an information exchange
activity, the person does not want to come to an agreement with
the computer. The person wants the computer to retrieve object
X.

A X B

Pg I Polo

gPie Pasm /CoNcutw

More traditional computer assisted instructional (CAI)
environments provide yet another metaphore of communication. In
a CAI environment the computer controls the communication act by
soliciting information from the student in the form of questions
and requests (figure 3). Information exchange is again the
purpose of the communication, but this time the computer is
soliciting the information. Sometimes the computer even
evaluates the student with respect to the quality of the
information exchange. In this particular communication
environment, the student is asked to retrieve information about
object X.

Intelligent tutoring systems, more specifically student-
centered intelligent tutors, try to model different levels of
communication and adapt to the choices of the human user. Some
of these systems [10] use the metaphore of iconic object
manipulation to manage the interaction. This metaphore suggests
that the student view items on the screen as objects which he can
hold in his hand. Instead of referring to an object by its name,
the student can use a mouse to point to an object or grab it and
drag it across the screen. Some student-centered environments
even allow the student to enter natural language expressions that
communicate more naturally with the system [4]. In a student-
centered environment, the computer and the student gradually
become partners and learn how to manipulate content and
relationships in order to come to an agreement about the
knowledge they both share (see figure 4). I suggest that this
type of communication management system is most similar to the
face-to-face communication that is represented in figure 1, and
is the type of communication that is required to make intelligent
tutors more effective.
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COMMUNICATION KNOWLEDGE IN INTELLIGENT SYSTEMS

There are two problems that must be solved by a designer of
an intelligent tutoring system: 1) How to define the knowledge
that the system is suppose to teach, e.g., teaching people how to
land an aircraft, teaching people about a physics, etc., and 2)
how to design a system that manages the interaction or
relationship between student and computer so that the primary
task can be achieved more quickly. Thus, communication knowledge
in an intelligent tutoring system consists of rules and facts
that tell the system how to manage the student/computer
interaction.

Fischer and Morch [9] describe three approaches to
communication styles used in human-computer interaction systems:
tutoring, consultation, and critiquing.

Tutoring is important in the initial stages of training
because a student needs to know something before he can ask a
question. A tutoring system might be loosely defined as the
arrangement of instructional sequences that eventually leads to
the mastery of a specific goal. Thus, the designer of a tutoring
system is responsible for arranging the sequences of instruction
in a manner that facilitates the mastery of a specific objective.
The communication management system, in turn, supports the
instructional sequence and provides an interface that guides the
student toward the goal. Thus, the major issue involved in
constructing this type of interface is the question of limiting
the users' choices to a finite number of selections. Although
tutoring systems appear to be tolerant of students' responses,
they impose a structure that can only react to anticipated
responses. Examples of tutoring approaches include PROUST £20],
the LISP-TUTOR (1], and SOPHIE [4].

Consultation is an interaction style that is used more
frequently in expert systems than training systems. This
particular model provides little support for learner controlled
functions. The computer controls the dialogue by asking the user
to enter responses to specific questions (much like what occurs
when a student responds to a human consultant). Therefore the
system is responsible for managing an interface that facilitates
information exchange. At the end of the consultation, the
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student receives an answer to his question. The student can ask
the system why it gave a particular answer, but he cannot
volunteer additional information nor can he pursue a particular
line of reasoning. Examples of such systems include MYCIN [5],
and an early version of GUIDON [7].

The critiquing model is used in more student-centered
environment that permits students to pursue their own goals. The
computer interrupts only when the student fails to meet minimum
criteria. Based on previous research [6], it is known that
students learn only what is necessary to solve the current
problem. Thus, the critic intervenes only when it is necessary
and only with advice that is problem specific. The critiquing
approach provides information to the student only when it becomes
relevant. The critiquing approach also allows the student to
fail and make mistakes. Interface management for this type of
model is much more difficult since the system cannot anticipate
every action-the student takes. Instead, the designer must
provide a flexible environment that allows the student to explore
different-paths of action.

The author has developed a number of training systems that
use different aspects of the critiquing approach. In order to
help students better understand the relationships between orbital
elements and ground tracks, we built an elaborate system that
allows students to explore the "microworld" of orbital mechanics
[22). The original training system was designed to teach
students how to deduce orbital elements by looking at ground
tracks. Ground tracks are two-dimensional displays that show the
portion of the earth that a satellite covers as it circles the
earth. The actual satellite path appears as a continuous line on
a monitor. The ground track information is then used by Air
Force crews to verify orbital paths of known satellites, to
hypothesize about mission intent of unknown satellites, and to
monitor space debris. The ground track, as well as the orbit
itself, is a direct function of the orbital elements.

The orbital mechanics tutor, nicknamed OM, allows the
student to explore the interactions between orbital elements and
ground tracks. Students learn about ground tracks by changing
orbital parameters, changing injection points, generating ground
tracks, predicting ground tracks, etc. Additionally, there are
several online tools that help students organize and systematize
their information. These tools include: a two-dimensional
display that helps students conceptualize the effect of orbital
parameters, definition and example windows that relate facts, a
history tool that allows students to overlay previous work, and a
prediction window that allows students to state relationships
between variables. This system is designed so that students
learn about orbital mechanics by gathering data, generating and
testing hypotheses, as well as forming generalizations about the

1n7



different orbital elements.

The communication management system for OM includes a model
of how students explore a microworld environment. The system
monitors the student's actions and determines whether he is
demonstrating effective inquiry skills. This is accomplished by
simply associating all the online tools with specific categories
of inquiry skills. When there is a sufficient amount of evidence
to indicate that the student needs help, then the system suggests
alternative problem solving strategies.

This same approach was used to develop a tutoring system
called S-TRAINER (Strategic Training Routes Architecture for an
Intelligent Effective Reviewer) which is designed to assist in
the debriefing of Air Force pilots who have completed a bombing
mission [23). The system has the ability to reason about
tactical situations and provide plausible explanations about
these activities. Pre-stored mission events serve as script
templates that are matched against actual events and the time
relation between events. After the air crews complete the
training mission, the system diagnoses pilot and crew errors,
generates a written evaluation of the mission along with a set of
graphics that can be used to supplement the written report.

S-TRAINER contains an elaborate communication management
system that determines significant mission events and uses this
information to generate a training script. The training script
consists of a list of significant events along with a list of
graphic displays that describe these events. All of the graphics
are eventually shown on one of two screens. Each of the two
screens, in turn, can be partitioned into a full, half, or
quarter display. Thus the communication management system must
decide on the content, type, and location of each display. In
order to accomplish this task, S-TRAINER uses a series of rules
that 1) suggest possible displays, 2) compute display times for
each event, 3) determine whether to expand or reduce the number
of displays, and 4) determine the correct flow of the script.
Furthermore, the communication management system is responsible
for producing a pedagogically sound and aesthetically pleasing
training session. After several iterations, the system produces
a final training script that indicates the type, length,
location, and begin/end times for each display.

From the above discussion, it is clear that communication
knowledge consists of rules that tell the system how to
communicate task-relevant information to the student. For time-
varying, multi-task problems, like teaching someone how to
operate a space shuttle, the designer needs to consider several
additional factors. For example, a format for an individual
display must not only provide information about a specific task,
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it must also blend with other displays that are presented
simultaneously on the screen. It is becoming increasingly common
for a format to be a member of a larger set, which is stored in
software and presented on demand in different display areas.
Consequently, the designer must make some provision for a smooth
transition between formats as the different instructional events
unfold. A poorly designed format will either fail to communicate
critical information or demand more processing time than the
student has available. The problem of constraining the design of
a multi-media training system that uses simultaneous displays in
a learner-controlled environment is the subject of the next
section of this paper.

DESIGNING COMMUNICATION KNOWLEDGE

The creation of a student-centered communication management
system requires special skills, special system.capabilities, and
special tools. The task is further complicated by the
introduction of multi-media, multi-interactive, and simultaneous
displays. A third problem relates to the human communication
barriers that exist among those responsible for creating the
training system - the psychologist, the computer programmer, and
the instructional designer. Although the problem may appear to
be overwhelming, the rather obvious solution is to develop a tool
that will organize and systematize the development of a complex
training systems.

Traditional computer science research has long suggested the
importance of using software engineering tools to significantly
improve the structure of programs and assist programmers with
their problem solving tasks. Researchers argue that a design
methodology can provide a focus and structure for solving
computer problems [3]. A design methodology is an artificial
language that enables the programmer (and any other member of the
design team) to describe a particular idea at a conceptual,
rather than implementation level. A design methodology also
encourages a consistent design that can be shared among all the
members of the team including the psychologist, instructional
designer, and the programmer.

The problem, of course, is selecting a design tool that
properly describes the computer's actions and reactions to a
student's inputs. In short, the design tool needs to represent a
communication process that often appears to be non-deterministic.

One way to distinguish between the various design
methodologies is to classify them according to the declarative
and procedural paradigms. Proceduzal representations are used to
describe knowledge about how to perform a task. In contrast,
declarative systems are used to represent descriptive
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information. In some ways, the tension between the declarative
and procedural representations has made it difficult to propose a
design methodology for intelligent tutoring systems. Most
designers of ITS systems believe that both the storage and
retrieval of expert knowledge is best facilitated by the
frame/object orientation (7]. Yet, when researchers wish to
describe how their systems actually work, they use a procedural
approach to explain the student/computer interaction (7]. A
procedural representation more closely resembles the
communication act. A procedural representation can best describe
how one process activation is often dependent on the outcome of
another.

The majority of the languages used to specify human-computer
interfaces emphasize procedural information. Although these
procedural methodologies go by different names (state transition
diagrams [15], Petri Nets (11], and augmented data flow diagrams
[13]), they all present a formal design model that looks very
similar to a directed graph. In every case, nodes are used to
represent the completion of events, whereas arcs represent
transitions from one event to another. Different system
responses are shown on the arcs and may involve an invocation of
another part of the graph. Thus, the designer can represent both
the conceptual and detailed structure of the student/computer
interaction. In addition, a designer can represent a student's
exploration of a single state by drawing an arrow from a node to
itself.

An example of the use of a procedural methodology to
describe the Orbital Mechanics student/computer interaction is
presented in figure 5. As previously mentioned, the Orbital
Mechanics tutor allows students to discover relationships between
orbital elements and ground tracks. The student initiates a
discovery activity by changing one or more orbital parameters and
generating a ground track. After investigating the effects of
changing different parameter values for different ground tracks,
the student can advance to the Prediction window where he can
make a hypothesis regarding the shape of a particular ground
track. The student tests his predictive powers by selecting
options from the menu and comparing the inputs to the Expert's
conclusions. After making several successful predictions, the
student enters the Orbit Prediction environment which is designed
to check the student's mental state by asking him to perform a
task in the reverse order of the one previously described. The
student is shown a specific ground track and asked to enter
orbital descriptors that match the ground track displayed on the
screen. In this manner, the student explores the orbital
mechanics microworld. Figure 5 describes this interaction and
shows how the student advances through the program.
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There are many compelling reasons for using the above
methodology to construct student-centered environments. There are
also a number of reasons why another design tool might be more
appropriate. It is obvious, for example, that flow diagrams are
cumbersome for specifying highly interactive environments.
Higher-level, more directly-executable specification languages,
would free the designer of the low level details. Yet it is also
obvious that a design methodology helps support knowledge
abstraction and computational primitives at the architectural
level. Such a methodology permits the knowledge engineer to
cooperatively develop systems using a shared language of
conceptual constructs, rather than a set of problem specific
primitives.. A design methodology for a learner controlled
environment is especially important since this form of problem
solving is considered more complex than other types of tutors.

EVALUATING COMMUNICATION KNOWLEDGE

Although a common methodology allows us to better describe
communication knowledge, there remains the problem of determining
whether the communication is effective. A review of the
literature on student-centered environments reveals only a
minimal number of studies that contain hard data on the
effectiveness of their instriction (12; 19]. Although many
current AI systems emphasize the interactive and exploratory
nature of learning, it is not clear that systems that use these
principles are effective (18]. The evaluation of intelligent
tutoring systems has always been predicated on behavioral
experiments that determine whether one treatment is better than
another treatment. The typical methodology is to construct a
system, and then to use the system with multiple subjects and
multiple trials to obtain reliable measures on the effectiveness
of a treatment. These experiments are usually difficult, costly,
and time consuming to conduct. These experiments become even
more difficult to perform as researchers develop training systems
that use a variety of different media and interactive styles.

A few evaluation studies attempt to discover which features
of a tutoring system affect individual users (19]. It is
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expected that this information can be used to predict the
behavior of individual users engaged in complex problem solving
tasks. The factors that affect user behavior are quite complex
and interact extensively with one another. Thus, information
that predicts how an individual student reacts to an exploratory
environment should help us produce more effective training
systems.

Another approach to the evaluation issue is to determine
patterns of behaviors that characterize different groups of
student interactions. For example, two groups of students
enrolled in the Undergraduate Space Training School at Lowry Air
Force Base, were asked to use the Orbital Mechanics tutors.
Subjects were classified as either beginners (students in their
first week of the program) or experts (students in their last
week of the program). Subjects belonging to the two different
skills levels were told how to use the system and then asked to
interact with the system in a self-paced manner. A data
collection program recorded all student/computer interactions.
The data collection phase began after the students entered their
first input and continued for, no more, than 15 minutes. Twenty
subjects served in this experiment: 12 experts and 8 beginners.

An analysis of the subjects' interactions was performed
using the Reitman and Rueter algorithm [16] which clusters
individual responses into groups of responses that always appear
continguously, regardless of order. This particular analysis
showed that expert subjects demonstrate a greater variety and
depth of interaction. The expert students 'used more online tools
and used them in a more consistent manner. Further analysis
suggests that, as a group, the expert subjects were more similar
to each other than they were to their beginner counterparts. The
expert subjects tended to pursue goals in a very planned and
prescribed manner [24]. The beginner students showed no
similarity to each other, and tended not to pursue any clear
goals.

What this particular study shows is that there is a
correlation between expertise and knowledge organizations. This
idea has already been confirmed by other studies on expertise [8;
14]. What this study also suggests is that we can use this type
of information to identify different patterns of skills which
should, in turn, help us to build better communication management
systems. Pattern matching is one of the standard themes that
appear throughout the artificial intelligence literature, and
this study suggests that we should continue to develop this
theme.
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RESEARCH OPPORTUNITIES IN THE AREA OF COMMUNICATION KNOWLEDGE

A number of near-term and long-term research opportunities
seem obvious at this point. A few of these goals are listed
below.

Near-Term Goals

* We need to validate a methodology for developing
communication knowledge. The methodology might be similar to the
one proposed in this paper, or it might include other types of
design tools. The methodologies should examine how to better
represent communication knowledge.

* We need to develop a nationwide database that classifies
existing media according to its content and cognitive function.
This country, as well as other nations, have produced a large
number of films and video disks. A simple database would allow
us to extract various media selections in order to enhance
existing instruction.

* We need to expand our definition of student-centered
environments to include interfaces that facilitate computer-
supported cooperative environments. Cooperative problem solving
refers to the shared, systematic behaviors displayed by two or
more people as they work towards the solution of a single
problem. As we begin to explore the issue of cooperative work
environments [21], we might also ask whether people know how to
use these cooperative work environments for group decision
making. If this is not the case, then we need to develop systems
that teach people how to become more effective problem solvers in
a computer-supported environment.

Long-Term Goals

* Interfaces should adapt to their users. Some of the
advances in machine learning suggest that we can build interfaces
that bridge the gap between the user's model of the information
and the system's organization of the data. This initial success
indicates that we can use these types of techniques to alter the
interfaces and accommodate different learning styles.

* Design methodologies for intelligent tutors should
generate the code for intelligent tutoring systems. Many
computer aided software engineering (CASE) products are already
generating Cobol, C, and Ada code. (13] suggests that a tool
already exists that can generate three different stvlo of u'sr
interfaces. It seems likely that a such a tool could be used to
generate interfaces for stUdent-centered environments.
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* There should be a communication management science that
would enable us to predict a student's interaction style. Such a
science may soon be available as researchers examine cognitive
functions and the effects of attenticn on dual task activities
(26]. Such information is crucial to our understanding of how
students learn and understand information.
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1 INTRODUCTION

This chapter will focus on the teaching of knowledge-intensive domains, such as biology,
history, and weather forecasting, in contrast to other chapters that discuss teaching
high-performance skills (e.g, Fink and Regian) or basic concepts (e.g., Bonar, Porter and Woolf).

It has become a truism in artificial intelligence (Al) that knowledge is crucial. Clever
algorithms, fancy data structures, and elegant formalisms won't save an Al program that doesn't
know what it's doing. Success In Al depends on both quantity of knowledge (how much the
program knows) and quality (how accurate Is the knowledge, how accessible is it, and so on).

Consider what distinguishes a good encyclopedia from a bad one. It is not the "data
structures" involved; both have labelled articles and a master Index. Rather, It is the quality
of the articles and the appropriateness of the index terms that matters. Similarly, an Al
program-or a person-needs the right knowledge and the right indexes to be Intelligent. It
follows that a major task in education Is to teach both knowledge and the indexes that make
that knowledge accessible.

But that raises the classic Al question "how should knowledge be represented?" and the
classic educational question "how should knowledge be communicated?" In much of what is
called "knowledge-based Al," the representation question is answered with "rules." Rules have
the form "IF situation THEN conclusion," Problems are solved and situations are understood by
chaining rules together.

There are a number of problems with this approach. Coming up with a reasonable set of
rules is a very difficult, if not Impossible, task for many domains. Even in domains with rules,
such as mathematics, the computational complexity of combining them to form inference chains
may be too great to be feasible.

Furthermore, rules have their limits as a way of communicating knowledge. While detailed
formulas and general principles are rule-like, neither are sufficient for describing a domain. Real
domains, such as weather forecasting, have so many detailed formulas and so many exceptions
to the general principles that a student would be overwhelmed by any tutoring system 'hat
tried to present them all.

There Is an alternative to rules, however, and that Is to represent domain knowledge in the
form of many example cases that embody, either explicitly or Implicitly, the relevant formulas
and principles. Problems are solved by adapting previous solutions for similar problems.
Situations are understood by adapting previous Interpretations for similar situations.

Case-based reasoning has a number of potential advantages for solving Al problems, but
our focus In this chapter Is on the Impact this technology can have on intelligent tutoring
systems.
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2 CASE-BASED TEACHING

It Is well understood in many complex domains that the best teaching method is case-based.
Law schools and business schools teach cases rather than rules. Recent research In Al suggests
that there- is a valid psychological reason for this, and we are now designing .AI teaching
methods that use cases to teach. We believe that many, If not most, skilts can be taught in
a case-based fashion.

Most training involves teaching a trainee to know what to do and when to do it. A trainee
Is successful to the extent that he does what he is told to do when he is supposed to. The
trick Is that the trainee has to abstract from the situations he has been told about to ones for
which he was not specifically trained.

To learn to deal with specific cases, one must learn the prototypical cases, the standards
that serve as the basis from which one learns how to deal with a new situation. A computer
system that Is a real-life simulation can create a situation, posed as a problem to the trainee,
and ask for a response. A good teacher forces conjectures on the part of the trainee and
simulates real world situations. A trainee would be expected to respond with the right answer,
or, failing that, would be presented with a situation where that question has been asked before
and where a good answer was given in response. The trainee would then be encouraged to
try a variation of the previous good answer. Learning by copying is an important part of
learning. Learning to move from copying to creative adaptation is another. And learnin~g to
know what cases to try to adapt, that is, learning what makes cases relevant, may be the most
important part of all. Thus, in our approach, a trainee is developing a battery of situations -cases -
and appropriate ways to respond in those situations.

A recent book, Thinking in Time, by Neustadt and May, describes how decision making
occurs in government and how the authors actually go about teaching decision makers to
improve their ability in this area. A great deal of what is said In the book indicates that
government decision makers, like everybody else, reason by reminding. They need to make
decisions, so they recall similar situations and try to reason from them.

Two situations in the book are noteworthy in this context. The first is the Bay of Pigs
invasion and the second is the Mayaguez incident. Decision makers in both cases recalled
and argued from past cases in history. In the Bay of Pigs case, the prototype was an incident
in Latin America ten years earlier that caused a little-known invasion by the U.S. which seemed
to work. In the Mayaguez incident, the prior case was the Pueblo incident from a few years
before.

In both of these remindings, we have a situation where decision makers had an incident
brought to mind that had occurred a few years before, that Is, within the memory of decision
makers, and that was supericially similar. I emphasize the word "superficial" because, as the
authors point out, that's all that was in common. The Pueblo and the Mayaguez were both
ships with Spanish names flying U.S. flags captured in Asia, but one was a military ship while
the other was commercial. One was captured by an enemy government, while the other was
not. In fact, these Incidents had very little In common with the exception that when President
Ford heard about the Mayaguez decided not to do what had been done with the Pueblo and
almost created a great deal of difficulty for the people he was trying to save.

The problem here Is that while reminding is the right and natural thing to do, it doesn't
mean much if you don't have much to be reminded of. There is a real problem with the
corporate memory of the government and of the world in general. Education means having
enough cases available so that when a decision needs to be made, one or more very close
matches from history come to mind. The more relevant evidence available, the more an
intelligent decision is like to result.
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Thus, it becomes clear that a system of selecting and presenting cases to a decision maker
can be an Important means of enhancing good decisions. For a student, interacting with a
system that can present past history when needed allows for the possibility of learning what
one needs to know when one wants to know it. .Teach a student about Viet Nam and he may
fall asleep. Charge him with having to make a decision about Nicaragua and he may, all of
a sudden, become quite Interested in Viet Nam. If a student suggests invasion, a suitable
historical precedent is retrieved and described. If he mentions economic support, a different
prior story would be told. If he mentions Ignoring the situation, yet another story surfaces,
and so on.

Case-based teachers, then, would be well-indexed libraries of prior situations. The trick in
creating them is indexing them properly. Good teachers try to present facts and alternative
interpretations as neutrally as possible. This is quite difficult for people, but, for obvious
reasons, much easier for machines.

Most of all, such systems would allow students to do hypothetical reasoning in complex
domains while becoming active learners about subjects they themselves decide to explore. This
is what education can and ought to be about. Since learning is really the accumulation of
cases, learning and creativity involves the adaptation of imperfectly fitting cases to new situations.

3 CASE-BASED REASONING

The most common model of cognition in Al is rule-based reasoning. It distinguishes two
kinds of knowledge, facts and procedures. Facts are represented using propositions, frames
and/or semantic networks. Procedures are represented with IF-THEN inference rules. To explain
a situation or solve a problem, a rule-based reasoner applies various combinations of rules to
various facts until a chain of reasoning, I.e., a proof, Is found. The proof may be wrong,
because the rules and facts are dubious and the combination rules heuristic, but a rule-based
reasoner remains a very thoughtful creature. Usually, however, a rule-based reasoner is also
a very forgetful creature. Proofs are forgotten, so that when the same or similar situation
arises again, the same problem-solving behavior must be reenacted.

We have argued elsewhere, however, that everyday intelligence is just not that thoughtful
and certainly not that forgetful [Riesbeck and Schank, 19891. People quickly relate events and
problems to prior experience. When personal knowledge is stretched too far, as when the man
in the street is asked to evaluate complex political events, absurd responses can result. But
in familiar situations, sophisticated answers come quickly and robustly, as when the average
person goes to a restaurant or shops for groceries, an experienced car mechanic sees a
familiar situation, or a chef encounters a tricky situation he or she has dealt with before.

We call reasoning from experience case-based reasoning (CBR) [Schank, 1982; Kolodner
and Riesbeck, 1986; Kolodner, 1988]. CBR is important in domains such as politics or cooking,
because It is very difficult, if not Impossible, to formalize them with rules. In these domains,
reasoning from examples is the only serious option. CBR Is also important in domains that
have too many rules, as in weather forecasting or economics, or too many ways in which the
rules can be applied, as In mathematics, programming, or game playing. In these domains,
cases suggest approximate answers, thereby limiting how many rule combinations must be
explored.

At the heart of CBR are two processes: indexing or labelling, and adaptation. When new
experiences come into the system, they need to be labelled for future retrieval. When retrieved
to deal with a new situation, cases needed to be adapted to fit the current circumstances.
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Cases need two kinds of indexes, concrete and abstract. Concrete indexes refer to objects
and actions usually directly mentioned -in the case. Abstract Indexes refer to more general
characterizations of the case. For example, a chef might index a recipe by concrete indexes
such as ingredients and basic type (stew, stir fry, casserole, etc.), as well as by more general
characterizations, such as how easy. it is to prepare, what kind of people like it, what kind of
cooking problems it solves, and so on.

The indexing problem, as it Is usually called in CBR research, is the problem of determining
the appropriate abstract and concrete indexes for cases. How we index incoming cases
(instances of going to a restaurant, proofs by contradiction, monetarist arguments, and so on)
determines what cases we will compare the Inputs against. A very general Index will cause a
case to be retrieved even when it shares no specific details with the current situation. Romeo
and Juliet is useful for understanding West Side Story, even though the details differ greatly.

Figure 1 shows the reasoning and learning components of a typical CBR system. An input
describing a problem or situation Is analyzed and used to retrieve one or more similar cases
In the case library. The solution that was used in the most similar case is then adapted to
solve the Input problem. If it works, the new solution is added to the case library. This is
success-driven learning. Ideally, a CBR system should never repeat the same problem-solving
process. If the new solution fails, then two things happen. First, the failure is analyzed and
the solution repaired. If the repaired solution works it is added to the case library. Serond,
new indexes for labelling cases are created, based on the failure analysis, so that similar inputs
in the future will retrieve the repaired s61ution, not the one that led to the failure. This is
called failure-driven learning. Ideally, a CDR system should never repeat its mistakes. More
details of case-based reasoning, along with examples 10 of various CBR systems can be found
in [Kolodner and Riesbeck, 1986; Riesbeck and Schank, 19891..

Case-based reasoning relates to ITS research in two ways. First, CBR is a model of
cognition and learning that suggests that the goal of an ITS system should be to teach cases
and how to index them. Rules can be useful, even crucial, but they don't become intuitive
and useful until there Is a rich case base showing when the rules apply and when they don't.

Second, CBR Is a technology for building ITS systems, a technology that stresses the
construction, indexing, and use of large libraries of related, sometimes redundant, examples,
rather than the development of Inference engines and highly-tuned sets of rules.

In the sections that follow, we are going to describe three complementary technologies for
building case-based intelligent tutoring systems:

" case-based reasoning Itself, in particular the indexing of cases with labels that allow cases

to be used in a variety of circumstances

" direct memory access parsing, to enable natural language access to cases

" reactive tutorial plans that take into account the contents of the case- base. current
pedagogical goals, and the state of the student

4 INDEXING CASES

If we simply indexed cases with words and phrases:

* synonyms would have to be Included for each index word;
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t cases would have to be rendexed when the language of the Student population changed;

•common uses of words might not agree with the case library's, e.g., "bug" and "Insect"
are synonyms to the average person, but not to a case library about entomology;

*arnbiguous words would retrieve unrelated cases, e.g., "bug" would Index cases in
entomology and computer progrmming; and

o the student wouldn't know why a case was retrieved, e.g., "beef" and "Inflation" might
both retrievea description of Argentina, but for different reasons.

We need to separate laxlcal connections from conceptual ones. Linking words and phrases
to concepts should be taken care of by the Interface, as discussedl In the language understanding

section below. Furthermore, we need to Indicate how an Index concept relates to a case.
Thus, we might index a case as "a kind of .... " "an Instance of ...." "a part of .... " 'the cause
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of ... ," and so on, where each "..." is filled in by some concept. Beyond these simple semantic
relationships are others such as "is analogous to .... " "is ofter accompanied by .... ""is a
prototypical Instance of ...." "is an exception to .... " "is summarized by ...." and so on.

Consider an-ITS in the domain of. programming, and how powerful it could be if it knew

that:

* Computer programs are analogous to cooking recipes.

* The bubble sort Is a classic instance of a computer program.

* PROLOG Is an exception to the procedural view of programming languages.

Even in simple semantic networks, these kinds of indexes can be useful: robins and sparrows
are prototypical birds, the penguin and ostrich are exceptional, one goal of flocking behavior
can be summarized by "safety in numbers," and so on.

Getting these Indexes means analyzing domain experts, tutors, and students to find the
concepts each uses to organize experience. The concepts students use need to be tied to
the concepts domain experts use. Some of what a student knows can be characterized as
instances or examples of specific domain concepts, e.g., BASIC (a student concept) is an
instance of a procedural language (a domain expert concept). Other student concepts can be
characterized as abstractions of more specific domain concepts, e.g., monkey (student concept)
is really a subclass- (domain expert concept) that excludes chimpanzees.

4 . .5 CONNECTIU& LANGUAGE TO.KNOWLEEGE .4m .

Teaching knowledge-intensive domains such as biology or history commonly Involves natural
language. There are texts, summaries, questions, answers, problem specifications, and so on.
Even in weather forecasting, where problem situations are specified with maps and numeric
annotations, there are the briefings where the forecaster summarizes his or her analysis and
prognosis, and the Instructors critique the briefing. Certainly, our normal picture of a tutor-student
interaction Involves natural language dialogue.

The problem is that natural language understanding Is one of the hardest problems in Al.
There are no systems that can understand a significant corpus of text; that is, there are no
systems that can produce meaning representations usable by a reasoning system or an ITS.
The difficulties are particularly noticeable in dialogues, where grammatical rules become the
most context-dependent. The classic example of this Is the sentence "George thinks vanilla."
It looks non-grammatical and nonsensical in Isolation, but is In fact perfectly fine after the
question 'What flavor ice cream does Mary like?"

Our approach has been to radically re-think what language understanding is all about. The
standard model of language understanding is the meaning construction model: text is understood
by putting pieces of meaning together. To understand "George thinks vanilla," fit together the
pieces a person named George, the action of thinking, and a flavor called vanilla. The meaning
construction model fails In this situation, because vanilla can't be an object or style of thinking.
To fix this, the system assumes that vanilla is an elliptical reference, and searches memory for
what it might be referring to. The system "changes modes," so to speak, going from construction
to memory search.

In our view, language understanding Is always memory search. Texts are always references
to existing knowledge structures, and the goal of the language understander Is to chase down
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those references. The Direct Memory Access Parser (DMAP) [Riesbeck and Martin, 1986;
Riesbeck and Schank, 19891 is an implementation of an understander based on memory search.
When DMAP sees words and phrases, it searches for the concepts those words could refer to.
When DMAP sees a sequence of concepts, it searches for larger memory structures that such
a sequence could refer to, and so on.

Unlike most systems, DMAP does not have a lexicon of word senses. Instead, attached to
each concept -or case are patterns or sequences of words and concepts that might be used
to refer to that concept or case. By intersecting references as the text is read, DMAP determines
which memory structures account for the text as a whole. (DMAP uses a marker passing
algorithm, described in detail in [Riesbeck and Martin, 1986; Riesbeck and Schank, 19891.)
Figure 2 shows the reference sequence that recognizes "George thinks ...." which is attached
to the believe memory structure.

{ actor thinks object }
I Believe I.

-- Goge Mary .. Event Stat e..

{George }{Mary

Figure 2. DMAP Reference Sequences.

DMAP has memory structures representing dialogue structures, such as questions and
answers, with reference sequences attached to different kinds of questions, e.g., "What object
does actor action?" and answers, e.g., "object." One kind of answer is a version of the believe
memory structure, where the object of the believing is the answer to the question. The question

hat flavor ice cream does Mary like?" followed by the statement of belief "George thinks
vanilla" satisfies the reference sequence for a particular question and answer memory structure.

We believe that the memory search approach Is ideal for ITS for several reasons:

* Language entry Is simpler, I.e., attach sequences to memory structures; getting the right
memory structures remains hard, but an intelligent system needs them, whether or not
language is Involved;

e The reference model of language seems particularly appropriate to the highly referential
nature of dialogues;

" Special cases are easy to capture, e.g., questions about certain topics or the use of
particular phrases; and

" Only modest extensions Is required to use reference sequences in reverse to describe
concepts and cases In natural language; choosing what to say when remains a hard
problem, but putting it Into words Is not.
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6 TUTORIAL PLANS

A third problem in teaching knowledge-intensive domains is covering the curriculum. The
more the student discovers things on his or her own, the better, but an ITS should take

-advantage of any situation where Important topics can be introduced. For example, consider
the following dialogue that took place between a human biology professor and a student, where
the student was asked to design an animal.

STUDENT: I want to design a cow-like thing. But I want my cow to have six legs.

PROFESSOR: I'll let you if you want. But I'll tell you that there aren't any.

STUDENT: Why aren't there?

PROFESSOR: That never happened because cows evolved from animals that only had four
legs. Not that it's impossible, but that it never happened. That's an interesting point:
several things we could get to are possible, but they just never happened. That's the
way history went.

STUDENT: I'm going to give it six legs.

PROFESSOR: Go ahead. What are the legs for?

STUDENT: I want it to run fast.

PROFESSOR: Why do you think six legs will make t go fast?

S" ' "IJDN.'- You 0i -afe.

PROFESSOR: I don't think you can reason whether t will or not because there are
six4egged things around. Some of them are very fast for their size, like ants. Insects
in general really truck out.

The types of the answers the professor gave depended very heavily on exactly what he
knew and what he thought was interesting to teach. For example, when the student mentioned
a six-legged cow, the professor knew that no such thing existed, that no analogous creature
existed, such as any six-legged mammal, and that the reason was more evolutionary than
functional. If the professor knew about six-legged cows in Borneo, he could have mentioned
them. If he knew about six-legged cats, he could have mentioned them. If he knew that
mammals can't function with six legs, he could explain why. In this case, the professor talked
about evolution because (1) it could be related to why cows don't have six legs, and (2)
evolution Is an Important concept in biology.

Although the student asked the questions and proposed the variations, the content and
options made available in the dialogue were controlled by the professor, who opportunistically
inserted examples, generalizations, questions, and so on, as he felt appropriate. This is called
a mixed-Initiative dialogue (Carbonell, 19701. One problem with achieving mixed-Initiative dialogues
is that it is 'liard to specify in advance a set of tutorial scripts or plans that can apply in all
circumstances. Whether or not it is appropriate to answer a student's question with another
question, or an example, or a hint, depends on the content of the question, the expertise of
the student, the history of the dialogue, and so on.

Until recently, plans in Al were very rigid. For example, a plan for getting milk might be
"get in car; drive to store; buy milk; drive home." There was a sharp division between planning
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time when the plan was constructed, and execution time when the plan was executed [Charniak
and McDermott, 19851. Such a model of planning can't work in the real world, where too
many things are unknown to be able to specify all actions completely. Where is my car exactly?
On which side of the garage? Does it have enough gas? Has construction finished on Main
Street? Has the price of milk changed? Do I have enough money in my wallet?

[Firby, 1989] redefines plans to consist of sets of reactive action packages (RAPs) rather
than sequences of actions. Each RAP is a little program responsible for achieving some small
goals, such as "get In car." A RAP tests to see if its goal Is already achieved. If not, the
RAP selects an appropriate method to execute to achieve that goal, based on the current
situation. The method might be a primitive action or another RAP Thus, my "get in car' RAP
would have a test "be in car," and methods for achieving that goal, such as "look to see where
car is; go to that location; get inside car." 'Get inside car" would itself be a RAP that would
unlock the car if necessary, open the door, and so on. A RAP monitor keeps the RAPs in a
queue and selects for execution those RAPs with important goals or impending deadlines. The
key point is that many low-level planning decisions are deferred until execution time, allowing
the system to deal with unexpected obstacles and take advantage of unexpected opportunities.

This execut.,n-time context-sensitivity is the key feature we want to exploit with our tutorial
RAPs. The goals will be pedagogical: concepts to be covered, skills to be confirmed, difficulties
to be resolved, and so on. The methods will be dialogue techniques: give a hint, give an
analogy, ask a leading question, tell a story, review a previous case, and so on. The tests
will look not at the real world, but at memory: past elements of the dialogue, prior experience
with the student, examples with a given set of features, and so on. For example, a tutorial
RAP might look for examples of non-social insects in memory. We see our tutorial RAPs as
being much like the DACTN's described by Woolf In this volume, with two differences. First,
we are most interested In RAPs that make opportunistic use of domain knowledge found in
memory, and, second, we want to encode our tutorial RAPs as memory structures.

7 A CASE STUDY

It's easy to say that a intelligent tutoring system should have such and such properties.
Building such a system is another matter. Calls for mixed-initiative dialogues, for example, are
almost as old as the field of computer-based education. The problem is getting from where
we are to where we want to be. Just as it's hard for students to learn in isolation from
real-world contexts, so it's hard for ITS designers to construct solutions separate from some
real system. But it's easy for an ITS design to become an all-or-none affair. Either domain
knowledge and linguistic abilities are there, or nothing works.

Our approach is to build a tutoring system in phases, where the early phases build the
knowledge base and the later phases add the intelligent interaction. A key constraint is that
every phase should be a useful product in its own right, and that each phase is more attractive
to the student than the previous phase.

As an example of what we mean, we'd like to describe a design we proposed for a case-
based tutoring system In the domain of weather forecasting. This is a very preliminary design,
inspired by conversations with personnel at the Weather Training Division at Chanute Air Force
Base. The proposals and claims made below, however, are those of the authors alone.

7.1 Weather Forecaster Training

The Weather Training Division at Chanute Air Force Base In Rantoul, Illinois, trains weather
forecasters for all of the armed services. The intensive 22-week course covers everything from
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basic principles of weather and climate to detailed techniques for analysis and -forecasting. The
students are high school graduates, normally with several years of service, but with no significant
experience In forecasting.

The course is a mixture of class and lab work, where lab work means applying techniques
taught in the classes to real weather data. At several points in the course, there is a major
evaluation period, where each student analyzes a set of data and/or forecasts and presents a
briefing to the instructors, who then critique both the analyses and the briefing style.

The students have a lot to learn and a lot to do. An analysis and/or forecast can take
six or more hours to work up. Not surprisingly, the students have trouble managing all the
data and rules. Many of the instructors' critiques of student briefings focussed on failures of
the students to tie together factors from several sources, e.g., to connect the motion of a
particular system to an upper air let stream. Often the students would have a correct analysis,
but miss many corroborating details.

7.2 A Sequence of Tools

As noted by Pirolli in this volume, a key issue is the integration of educational tools into
the existing educational system. Introducing a new tool Into a crowded educational curriculum
Is made much harder if it takes time from the class day, has to be forced on the students, or
requires additional training for the instructors. Therefore, we considered introducing case-based
ITS into the weather school incrementally, via the following sequence of tools for the student:

" a "dumb" homework helper with forms and tools to make it easy to do forecasts on-line
faster and more neatly than by hand;

" a "dumb" case browser, callable from the homework helper, for scanning a case library
of weather situations and forecasts;

" a "smart' case retriever, callable from the homework helper, capable of retrieving weather
situations similar to the current exercise; and finally

" a case advisor, callable from the homework helper, that can give hints, advice, stories,
cautions, and so on, relevant to the current exercise.

Each succeeding application improves the previous one in an obvious way, but each
application is a useful tool in its own right. Figure 3 shows the basic set of modules.

The homework helper is the critical "foot in the door." To make the homework helper attractive

to students, it should have

e exercise data already on-line.

* drawing and calculation tools that make doing analyses and forecasts faster or more
accurate than doing them by hand.

e the ability to print answers that can be handed in.

An obvious part of such a tool would be a contour chart drawing tool for drawing isobars.
The contour tool screen would show a map with numerical data points, just like the paper
charts the students start with currently. The student would point and click at points in sequence
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to draw a line, just like following the dots. The tool would automatically generate smooth
curves. For the student, the result would be a faster way to generate cleaner charts.

Stuent ' Helper j _Advisor Library

Figure 3. Forecast Tutoring System.

In addition, it becomes easier to check the charts for correctness. Currently, the students
check their charts by laying a correct chart on top of theirs, and then laying on top of that
a colored template with several holes that Indicates key locations.to compare. This is necessary
because trying to match the entire chart would be too tedious. The student then has to decide
if his or her lines are close enough. With the tool, the possibility exists for evaluating the
charts automatically, comparing not the line,, but the data points selected for each line.

The case browser module would let the student or instructor specify weather features and
retrieve weather cases with those features. The instructors could use this facility to find examples
or exercises, and the students could use- it to find situations similar to the problem they are
working on.

We would like to use natural language as much as possible for browser requests, for reasons
discussed earlier. Weather situations are very complex entities, however, not easily describable
in one sentence. Therefore, we will probably design a "fill in the blanks" request form to help
break the request down into well-defined parts. The blanks would then be filled in English.

The case retriever module Introduces true CBR to the tutoring system. The retriever will
find cases similar to the current exercise, using indexes encoded by domain experts. It will
list both the cases retrieved and the index features that connect them to the current case.
This list of features is Important pedagogically because it captures how experts view weather
situations.

The case advisor Is the intelligent tutoring module, and the most complex and ambitious
component of the system. The student will call on the advisor (using natural language) when
he or she reaches an Impasse during a problem solving session. Using pre-defined tutorial
RAPs that opportunistically select different kinds of responses depending on what is in memory,
the advisor may answer Socratically with a question of its own, give a hint, draw an analogy,
refer to the cases returned by the retriever, or browse for cases with particular features.
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8 LONG-TERM GOALS AND VISION

In our vision, the ideal case-based tutor is a raconteur, a teller of stories, a fountain of
examples and exceptions. It communicates In the natural language of the student, pushes the
student to make conjectures and ask questions, and presents cases not as solutions to problems,
but as examples of what has been done before. Ideally, the tutor Is fun to interact with because
of the stories and cases it tells, not because it has flashy sound and graphics, arcade game
Interludes, scoring and competitive ranking, or whatever. The student learns because the student
is the dominant actor in the conversation, led into exploring new concepts and ideas because
they answer questions the student has raised for him or herself, based on hints and allusions
dropped by the tutor In conversation.

On the other hand, our Ideal tutor is not a test giver or a question answerer. Tests serve
two purposes: as a stick to force the student to learn, and as a means of evaluating what the
student has learned. The kinds of objective tests that are usually administered, especially on
computers, with their blanks to fill In and multiple choices to select, do a terrible job on both
goals. They don't force students to learn, because many students just "study for the test,"
learning little, and retaining less. Nor do they evaluate what the student has learned, because
such tests only measure simple question-answering skills, and fail to give any indication of a
student's creativity (in fact they stifle it) or ability to apply what's been learned in real situations.

Our ideal tutor is not a question answerer, because, in our view, learning results when the
student both asks the questions and answers them. The role of the tutor is to either (1) help
*- student who is having difficulty to organize his or her attack on the problem, by asking a
few leading questions, making a simple analogy, or showing an example of a similar situation,
or (2) push the student with the glib answer into exploring alternatives, by presenting
counterexamples unusual situations, and so on. Except for minor clarifications and pointers,
we believe the tutor should never terminate discussion and exploration with "the answer."

In doing this, of course, we need to avoid frustrating the student with evasive non-informative
Interactions. Part of the solution is to put the student In charge of the problem-solving or
exploration, and make the tutor more of a Doctor Watson to the student's Sherlock Holmes.
That is, the tutor should prompt the student to think things through, carry the tools the student
needs, bring up issues that should be examined, and so on, but should not be viewed (by the
student or the designers of the tutoring system) as the "brains of the outfit."

Our proposed weather tutor Is certainly a long way from our ideal, but it does point in the
right direction. It puts the student into a well-motivated context (making forecasts) with real
examples to work on. As a homework helper, it does not have a lesson plan that says when
a student has to learn something. Instead, it waits until the student wants to know something.
As a knowledge resource to be called on when needed, it neither Interferes with nor redirects
a student's natural flow of problem solving. As a library of cases rather than solutions, it does
not tell the student what to do, only what has been done. The role of the homework helper
is clearly that of assistant, not holder of answers.

9 SUMMARY

We've described two aspects to the design of knowledgeable Intelligent tutoring systems.
First, we described the case-based reasoning (CBR) model of what learning a knowledge-rich
domain involves. We also proposed the use of CBR for implementing the knowledge base of
tutoring systems. Second, we described how a tutor should teach this knowledge, emphasizing
guided exploration In a problem-solving context. A student would ask the tutor for help in
solving a problem, and the tutor would help, albeit Indirectly, with leading questions, hints, case
histories, and so on. This dialogue would be guided by tutorial RAPs that are sensitive not
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just to the history of the- dialogue but also to what knowledge is in the tutor's case base and
what pedagogical goals are active. The natural language understanding and generation would
be handled by a knowledge-based technique called direct memory access parsing (DMAP).

Finally, we outlined an approach to the design of a homework helper for trainees in weather
forecasting. We organized development of the helper into short and long term goals. In the
short term, we are look to build useful tools, Including on-line calculation and graphic tools for
doing analysis and forecast exercises, a case library of weather situations, a "dumb" case
browser, and a "smart" case retriever. As a long term goal, we would build a case advisor,
with RAP-like memory structures for its tutorial plans, the weather case library as its source of
examples, exercises, analogies, and so on, and DMAP-based natural language understanding
and generation.
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ON THE ART OF BUILDING:
PUTTING A NEW INSTRUCTIONAL DESIGN INTO PRACTICE

Peter Pirolli
Education in Mathematics, Science, and Technology

University of California, Berkeley

SUMMARY

Professional instructional designers are one set of potential consumers of the results of
work in cognitive science and intelligent tutoring systems. One way of disseminating new theories
of instructional design into design practice might be through the development of computer-based
design tools. This paper provides a characterization of the design process and significant features
of new instructional theories. it also presents an overview of two existing computer-based design
systems. The first, ID Expert, is an expert consultation system which essentially guides the user
through the design process. The second, IDE, is a hypermedia system that facilitates the
structuring and manipulation of analyses and specifications by expert designers. Each system has
its merits and drawbacks. Finally, new instructional design techniques are discussed that might be
profitably incorporated into computer-based design systems.

INTRODUCTION

Work in the field of intelligent tutoring systems pursues a variety of goals. In part, the work
is that of any descriptive science, attempting to understand human cognition and learning, and the
instructional effects of particular technologies. In part, the field is an engineering discipline,
involving the development of instructional principles and rationalized instructional designs. There
are clearly a number of audiences or consumers for the results and artifacts produced by the field
and one of these is surely the professional designers and builders of instruction. The main task of
this paper is to examine how the field of intelligent tutoring systems, and more generally the field of
cognitive science and education, may systematize and dissbminate its theones and methods of
design into professional design practice.

Lessons From History

It is interesting to reflect on the history of architecture, perhaps the most established of
design disciplines, and consider a particular set of events that turned it into a systematic and well-
defined profession, and produced the wide-spread dissemination of a certain style of design.
Many historians (9, 25] regard Leon Battista Alberti's (1] On the Art of Building to be the first
modem treatise on architecture. Alberti was a true Renaissance man in every sense of that word,
being well-versed in a variety of humanities, arts, and sciences [6]. His work is remarkable
because it is based on a reanalysis of ancient writings (in particular the work of the Roman
engineer Vitruvius Pollio), the extraction of design principles from the classical Roman architecture
that he observed throughout Italy, and the formulation of a theoretical basis for the practices of
Brunelleschi and other contemporary builders at the beginnings of the Italian Renaissance. Alberti
did more than collect a compendium of principles and practices: He developed a theoretical
framework that rationalized the form of buildings based on contemporary notions of perspective,
nature, and beauty. The framework was both systematic and generative and, more than any other
work, is probably responsible for the rapid spread and evolution of Renaissance architecture [191.
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The essential aspects of Alberti's work remained a dominant view of architecture until at least the
mid-nineteenth century [19].

Although the rapid spread of Renaissance architecture was facilitated by the availability of a
systematic and generative theory of design, it also benefited from a wonderful new technology for
disseminating knowledge: the printing press. In fact, Alberti's On the Art of Building was the first
printed book on architecture, preceding the printed edition of the more ancient treatise of Vitruvius
by a year [25]. In light of this historical reflection, it is interesting to look at the field of intelligent
tutoring systems. The theoretical language of the field is clearly framed by cognitive science and it
is a framework that has the potential for producing systematic and generative accounts of the form
of instruction. One of the most interesting aspects of the field is its view that technology-
specifically the technology of artificial intelligence-can be used as a means for analyzing,
disseminating, and communicating subject-matter knowledge. Can we make use of this theoretical
framework and this view of knowledge dissemination by computational technology to place new
views of instructional design into wide-spread practice?

In addressing this particular problem, I think it is important to keep in mind a significant
constraint. For new practices to come into being, they often need to evolve from existing practice,
or have the wide-spread and enthusiastic support of those grass-roois practitioners. Consider the
history of educational technology. Time and time again, new technologies have shown great
promise for revolutionizing instructional practice, and those promises remained unfulfilled. In the
first third of this century, it was film and radio that would open new avenues to knowledge; in the
second third, television; in the last third, computers. Cuban [4], in an analysis of this history,
suggests that (a) practitioners naturally resist being forced to change, (b) they resist proposed
changes they do not understand, (c) they resist changes that may affect their security, and (d)
changes generated in a culture that values science and technology must be made understandable
and valued for another culture. The upshot of this second historical lesson is that any new
instructional design methodology must be somewhat consistent with current practice in the industry
of instructional design.

Scope of This Paper

The main idea in this paper is that instructional design methodologies based on cognitive
science perspectives can be developed along with supporting technological tools. One promising
avenue is to begin to develop instructional design systems analogous to the computer-aided
design (CAD) systems used in other design disciplines. The place where these are most likely to
have an impact is in instructional design areas in which there is a high volume of instruction being
continuously developed and in which the design problems have substantial overlap. Train'ng in
industry and the military are prime candidates for such developments. Instructional design in these
areas very often involves the application of familiar analysis techniques and methods to new
problems (e.g., maintenance training for a new device in a product line), the modification of existing
instruction to meet changes in instructional situations (e.g., to meet changes in the student
population), or the reanalysis of existing instruction to improve efficiency and effectiveness.
Design problems in which there is a high carry-over of analysis techniques or design specifications
from prior problems are well-suited for CAD-based methodologies.

A GENERAL FORMULATION OF DESIGN

Attempts to characterize the process of design has had a long history in cognitive science
[21, 261. Recently, Vinod Goel and I [8] used the following approach. Rather than attempt to come
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to a specific definition of generic design, we described design as a radial category--that is,
particular tasks will be called design to the extent that they match a prototype of the design
process. Based on an information-processing account, we outlined how the invariants of the
prototypical task environment for design interact with the invarants of human information
processing to structure the problem space of design situations. This analysis was then related to
data from verbal protocols from experts in instructional design, mechanical engineering, and
architecture.

Problem
Statemnen t

Generation

Design
Problem Evolution of specifications i Implementation
Space

4Evaluation

Feedback

Figure 1. Structure of a prototypical design task.

Figure 1 provides a summary of the prototypical design task. A design problem is given,
usually specifying the current state of the world and a set of intentions to be fulfilled by an artifact.
In instructional design, the artifact may be a set of material resources, such as texts, along with
some instructional process. The design process iteratively generates and evaluates a set of
artifact specifications until they are deemed complete. Typically, these specifications go to another
agent for interpretation and inplementation. Also typical of this process, feedback from the world
about the design of the artifact occurs after it has been implemented.

There are a number of important features of the typical design process that appear to have
a substantial effect on design problem solving (8]:

1. There are many degrees of freedom or substantial lack of information in the problem
definition.

2. There is delayed or limited feedback from the world during problem solving.
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3. The input to design is largely comprised of goals and intentions. The output is the

specification of an artifact.

4. The artifact must function independently of the designer.

5. The specification and implementation of the artifact are temporally quite separate.

6. Actions in the world have costs (e.g., time and money) and there are penalties for being
wrong.

7. There are no absolutely right or wrong answers, but gradations of better and worse.

8. The problems tend to be large, complex, and require problem solving over the course of
days, months, or even years.

Several entailments of these features were identified by Goel and Pirolli. Of particular
relevance for discussion here are the following:

" Because there are many degrees of freedom in problem statements, design problems
require substantial analysis, negotiation, and structuring.

* The delay of feedback, cost of action in the world, and the independent functioning of the
artifact suggests that a substantial amount of performance modelling of the artifact must
take place during problem-solving.

• The size and complexity of problems require management through problem
decomposition and the correlated use of abstraction hierarchies in the specification of an
artifact.

Knowledge structures problem solving and, in the case of design, theories about the form of
artifacts and about the world influence the analysis and structuring of problems, the performance
modelling of current specifications, and the kinds of abstractions and decompositions that occur
during the design process. The term "theories" is used loosely here, for often it is some
combination of engineering theory combined with personal rationalizations based on experience.
Consequently, the ways in which design problems are solved are greatly determined by knowledge
that shapes the designers views of the world and the forms of artifacts that she intends to place in
that world.

THEORIES OF INSTRUCTION

A fairly traditional view, is that instructional design theories attempt to specify the space of
instructional situations, the space of instructional methods, and to develop statements, called
principles or theories, that link these spaces. The analysis of instructional situations is taken to
broadly include the effects of instructional methods, usually called instructional outcomes, and the
conditions that affect the outcomes and use of those methods. Such conditions include the
subject-matter, the instructional setting, properties of the targeted learners, and the nature of the
learning task.

Traditionally, principles of instruction are taken to be those statements that charactenze
elementary building blocks for instructional methods. Descriptive principles are scientific

P. Pirolli
134 4



statements about the effects of a particular method under given conditions. Prescriptive principles
are the kind of statement used in design to identify the optimal method to use in a given situation.
Instructional theories deal with larger and more integrated sets of methods, describing outcomes
and prescribing methods in given situations. Comprehensive instructional theories are intended to
provide the knowledge base for soiling the problems of instruction.

Elsewhere (18], we have looked at traditional views of the instructional world, such as work
in the paradigm of Gagne and Briggs 7] and asked how that view is expanding and changing with
developments in intelligent tutoring systems and cognitive science. The analysis of instructional
situations has been enhanced greatly by richer and more detailed characterizations of the
knowledge to be acquired by students and of the cognitive states of students throughout an
instructional process. For example, Anderson's [2] review of kinds of expert modules in intelligent
tutoring systems indicates the variety of ways of representing detailed knowledge targeted as
instructional outcomes, including ways of representing declarative knowledge, procedural
knowledge, and qualitative process models. Analysis of the conditions for instruction has been
greatly enhanced by similarly rich and detailed student modelling techniques (301, which provide a
means for tracking subtle changes in students' cognitive states during instructional interactions
rather than broader characterizations of the student populations.

Commensurate with the evolution of more detailed ways of representing knowledge has
been the evolution of techniques for the empirical analysis of behavior, largely deriving from work
on verbal protocols (5, 12]. Research on interface design and tutoring strategies is expanding the
space of instructional methods, and many authors (3, 29] have attempted to formulate principles to
prescribe their conditions of use. Finally, there are attempts to produce tighter couplings of
theories of instruction to theories of learning, and to develop systematic accounts of social patterns
of activity and their relations to the development of meta-cognition, epistemology, and social
practice.

These new ways of looking at instruction are the sorts of things that one would like to see
structuring the problem solving of practicing instructional designers. One reason for this is that the
new analytic techniques more accurately capture knowledge acquisition, performance, and
transfer (27]. Another is that the new instructional methods can achieve at least a standard
deviation improvement in efficiency and effectiveness over traditional group-oriented instruction.
Unfortunately, there are no broad integrative theories of instruction arising out of the new cognitive
science perspective. However, it may be possible to string together various bits and pieces of
methodology into an effective whole. One way to do this might be to begin to develop CAD
systems for instructional design practitioners.

COMPUTER-BASED INSTRUCTIONAL DESIGN SYSTEMS

Several computer-based systems for instructional design are under current development.
Although none are in wide-spread use, it is useful to examine their form and function with an eye
towards future possibilities. Two systems are discussed in some detail here (see also (311). The
first is ID Expert (17], which is the prototype for an expert system consultant for instructional
developers. The second is the Instructional Design Environment (IDE), which is an augmented
hypermedia system [23, 241.
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ID Expert

ID Expert (17] is a prototype expert system intended for use as a consultation system byinexperienced instructional designers. It is currently implemented in an expert system shell, and
contains about 400 rules. Use of the system assumes that the user has already done some
analysis, involving the identification of student attributes, subject-matter knowledge, and the goals
of the instruction. The user enters into a dialog with the system, eventually producing an output
consisting of a set of specifications and recommendations for a course design.

Goals,

know ledge, Content Course
& student structure organization
attributes

Sequence Module MdMdl

Strategy Transaction

Figure 2. The model of Instructional design underlying ID Expert.

It is apparent that the model of instruction underlying ID Expert derives from work in theGagne-Briggs approach to instruction, and particularly on the more recent integrative theories ofMerrill (16] concerning instructional presentations for specific concepts, principles, and skills, and
of Reigeluth [20] concerning the organization of lesson modules and courses. Figure 2 illustrates
the components of this model underlying ID Expert. The inputs to the process are specifications ofinstructional goals, subject-matter knowledge, and student attributes. Using these inputs, a
content structure is constructed. A content structure is an organization of subject-matter content,
and a particular organization will also depend on goals and student attributes. Based on the
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content structure, goals, and student attributes, a course organization is constructed. This
determines the paths a student may take through the components of instruction. This organization
consists of modules, which are comprised of some representation of content, a set of transactions,
and a set of strategy rules. Transactions are communicative actions or activities fulfilling some
instructional function. Sequencing rules organize modules and strategy rules organize
transactions.

ID Expert is in part dependent on a a frame-based representation of various types of
content structures, course organizations, strategies, and transactions. IDE Expert also has a rule-
based component used to select and refine particular frames given that other frames have been
selected and partially or fully instantiated. Although a substantial amount of knowledge has to be
acquired from a user in order to construct a particular design, there is also a substantial amount of
knowledge that is embedded within the system.

One interesting feature of ID Expert is that it not only knows-what methods will achieve
which goals, but it can also recommend a space of alternative methods with graded degrees of
confidence across the altematives. This is basically an extension of the technique of accumulating
certainty factors in diagnostic expert systems. For example, to provide an overview, the system
(on a scale of -1 to +1) might recommend a synthesis transaction with a certainty w .40, a summary
transaction with certainty - .30, and an exposition With certainty - .10.

Although ID Expert is currently just a prototype for a consultation system it has some
interesting properties:

" It suggests that substantial amounts of knowledge about instructional design can be
embedded in an expert system.

" Such knowledge cart be used to drive a designer through territory she is not familiar
with, providing advice, suggestions, or even making decisions.

" The rationale for the design can be reconstructed by tracing through the rules
suggesting methods to fulfill particular functions and the evidence accumulating for
various alternatives.

The Instructional Design Environment

In contrast to ID Expert, in which the system drives the user, the Instructional Design
Environment (IDE) centers on experienced users driving their way through the system. IDE [23,
24] is a hypermedia system in which instructional designers can enter, edit, and manipulate their
analyses and specifications. Information is entered into notecards and relations among notecards
can be specified by links of various link types. Notecards are of a variety of card types, and with
each card type is an associated substance. Substances are essentially different kinds of media,
such as text, graphical browsers, sketches, animations, etc., each coming with its own set of
editing operations, and perhaps default content (for example, a set of slots to be filled, or icons that
act as buttons to generate sets of actions). Notecards and links can be organized in notefiles, and
notecards may contain cross-links across notefiles.

Figure 3 presents a conceptual view of a possible notecards structure in IDE, with notecards
represented by boxes and ovals, and links represented by lines and arrows. At the top of Figure 3
is an analysis of subject-matter which organizes material around the functional decomposition of a
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device into subsystems and parts, and associated analyses of relevant concepts and tasks. At the
bottom of Figure 3 is part of a maze representing an abstract view of the structure of of a piece of
interactive video-disk instruction.

FiPgure 3. A heterogeneous mix of cards and links In
IDE hyperrnedla analysis.

IDE is not coupled to any particular design methodology and consequently exists in a
variety of forms, each tailored to the specific needs or interests of its users. Particular designers or
groups of designers may tend to use specific ways of representing their analyses and
specifications. To capture these regularities, new card-types are developed. In a fairly compelling
way, these task-specific card types are analogous to the frame-based representations used in ID
Expert. The card types are used to encode particular kinds of content representation (e.g.,
concepts, tasks, skills, device components) and various kinds of instructional presentations and
organizations. Associated with particular representations are sets of common actions, which can
be captured by menus and action-generating buttons associated with particular card types. These
common operations are analogous to the knowledge encoded in the rule-based component of ID
Expert. The construction of new card types and associated actions is available to designers
through a relatively simple st of tools.

IDE also comes with capabilities for organizing related sets of card types and tools into
modes that can be associated with the specific subtasks associated with design. For instance, in
working with several instructional design groups (24], IDE developers structured IDE to have
modes for: (a) data collection, (b) task analysis/structuring knowledge, (c) sequencing, (d) dlelivery,
and (e) evaluation. The data collection mode is meant to be used d~uring th early stages of dlesign
during which the main task in simply collecting incoming information and notes. The task
analysis/knowledge structuring mode supports the development of analyses of subject-matter.
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The sequencing mode is used to organize the content with respect to the instructional goals and
student attributes. The delivery mode is used to sketch out, or actually specify the particular
instruction in the media of choice. Evaluation mode is used to collect feedback from the
implementation of the course.

IDE has been used in the design of instruction for a variety of media, including text,
interactive video disk, and as a driver for an intelligent tutoring system. For example, in the case of
interactive video disk, IDE was structured to contain card types and tools for specifying the
commonly used abstractions for sketching out video disk sequencing (mazes, scripts), for
prototyping frame sequences, and for actually driving the video disk [24]. Russell [22] describes
the intelligent tutoring system architecture (IDE-Interpreter) that can take as input a set of
specifications output from IDE. One could also view IDE-Interpreter as a facility for modelling the
details of complex interactions that may occur in instructional interactions involving media that is
not computer based.

The following are some of the interesting features of IDE noted by Russell et al. [24]:

" Although hypermedia is too ill-structured to be used as a true database management
system, it can act as vast repository of heterogeneous information, and many kinds of
queries can be answered through direct inspection or automatic search techniques
tailored for specific tasks.

" Analyses, specifications, and other products are available in a sharable and inspectable
form. In some cases, IDE collaborations have taken place across country.

* Permanent storage of structured and inspectable designs permits the reuse of analyses
and specifications, the modification of materials to meet changing needs, and reanalysis
of existing designs to extract principles or identify problems.

* The creation of representation types and tools implicitly creates a design standard and
allows a design methodology to evolve through time.

Russell et al. also identify a host of research issues, which would actually have to be
addressed in any hypermedia-based design environment:

* Kinds of analyses, design decisions, and rationale to record. As shown in recent
research on software design [28], it is not always clear what sorts of information need to
be recorded to facilitate future modifications or reanalysis, or use of components to solve
new problems.

* Support of collaboration.' Although IDE permits sharable notefiles, there are many
issues surrounding versioning, means for keeping track of who is working on what, and
negotiating the meaning of hypermedia structures among collaborators.

• Navigation and query techniques. As with all hypermedia systems, finding information
and moving through complex structures often becomes a serious time sink.

ID Expert places much of the knowledge about the representation and process relevant to
design inside the system, extracting the information needed to instantiate a particular design from
a user who is in inexperienced designer. In contrast, IDE basically provides a fairly malleable
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medium and it is up to the experienced designer-user to structure the process and fill in the
relevant information. One coL,:d well ';nagine that having a set of expert system advisors or tools
would be of use even to thu expert, just as having an automatic symbolic integrator is useful to the
engineer or scientist: to accomplish tasks that are well-structured but tedious, and to reduce
cognitive load. It seems clear that an ideal instructional design system would sit somewhere
between the system-driven approach of ID Expert and the user-driven approach of IDE.

LOOKING TO THE FUTURE

Although ID Expert, IDE, and other emerging instructional design systems show promise,
none really meet our ideal of a system that incorporates substantial aspects of instructional theory
from a cognitive science perspective. As noted in the discussion of IDE, the evolution of tools and
representation techniques drives the evolution of new design standards and methodologies. What
sort of tools and techniques are out there in the literature, ripe for the picking?

We can reconsider earlier discussion of the ways in which cognitive science has expanded
and refined the traditional view of instruction. Refinements in knowledge representation
techniques, and specifically their use in intelligent tutoring systems, is beginning to drive the
development of a variety of general architectures for developing intelligent tutoring systems (14,
22]. The experience of some developers (2] suggests that such architectures will probably be
somewhat specific to particular kinds of instructional problems. As with the IDE-Interpreter, such
architectures could be coupled with design environments to facilitate the standardization of
associated design methodologies and the development of databases of design knowledge. Even
without complete tutoring system architectures, there has been substantial progress in formulating
fairly general formalisms for representing knowledge in specific domains. For instance, Kieras and
Poison [11] have developed a production system formalism for characterizing task-related
knowledge and a generalized augmented transition network formalism for capturing device
operations that can be useful in capturing man-machine interactions. Such kinds of detailed
representation techniques would be useful even when the goal does not involve producing a
sophisticated computer-based tutor.

Protocol analysis techniques have evolved to the point where they can be carried out in part
automatically. The work of Means and Gott [15] illustrates a protocol analysis technique that can
be used even when the analyst knows very little about the subject-matter area. The technique,
called the two-expert method, basically involves having two experts develop problems and give
them to each other. In the process, the expert gives verbal protocols of problem solutions,
sketches relevant models, identifies relevant resources, and identifies alternative solution paths.
Much of the work surrounds the development of a graphical representation of relevant portions of
the problems space. Such techniques and associated graphical representations seem ideal for a
computer-based medium.

The selection and organization of instructional content has received less attention than the
analysis of expert and student knowledge, however there are a few interesting developments.
Kieras (10] suggests a set of heuristics for developing a mental model to be taught in association
with some task. Using a rational task analysis, domain experts, and relevant documentation,
knowledge about how a device works is selected based on its relevance to task goals, the
accessibility of system components to inspection or manipulation, and explanations of critical
procedures. Lesgold (13] discusses an object-oriented approach to analyzing curriculum
organization, in which constraints among content organization, student attributes, and instruCtional
goals are resolved.
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In sum, there are a variety of analytic and representational techniques under development
that seem ready for incorporation in larger, more integrated approaches to the design of
instruction. Traditional approaches to instructional design are admirable for their degree of
completeness and coherence, however, to quote Alberti (1], "there is no reason why we should
follow (the ancientsl design in our work, as though legally obliged; but rather, inspired by their
example, we should strive to produce our own inventions, to rival, or, if possible, to surpass the
glory of theirs."
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LITERACY AS PREREQUISITE KNOWLEDGE

Glynda Ann Hull
Graduate School of Education

University of California, Berkeley
Berkeley, California 94720

SUIMARY

This paper argues that literacy skills--skills such as reading and writing which
are used in interacting with print to function as a member of society--are
prerequisite knowledge for users of intelligent tutoring systems. The author reviews
recent assessments of the literacy skils of young adults; such assessments indicate
deficiencies in literacy skills which require complex information processing. She
also reviews recent research on the nature of reading and writing. in particular that
which focusses on populations which are underprepared, and characterizes in more
detail the kinds of literacy problems that students might bring to their interactions
with intelligent tutoring systems. She illustrates some of these problems with
reference to a tutor for teaching writing skills. She next discusses the changing
nature of texts and the increasingly complex literacy reqtrements that-will
accompany new information technologies like hypertext and hypermedia systems.

INTRODUCTION

This paper presents some components from current literacy theory--Ideas
about the nature and function of texts and how people learn to read and write them--
and asks how such ideas can iiform the construction and use of intelligent tutoring
systems. Although intelligent tutoring systems are sometimes created so that people
can acquire complex knowledge and procedures in a context that is independent of
reading and writing. I want to suggest that learning to use many such systems
Involves literacy-related activities, and that. for most learners, literacy demands will
continue to increase as new contexts for use include new technologies, like hypertext
and hypermedia systems. It is crucial, then, to pay careful attention to the literacy
skills required to operate and learn from intelligent tutoring systems and other
information technologies.

In offering these ideas, I attempt to represent the perspective of computer
users who are students, to see through their eyes rather than through the lenses of
developers or computer scientists or domain experts. In fact. I am particularly
interested In those student users who are "underprepared" in literacy skills, whose
reading and writing skills appear insufficient to accomplish the literacy tasks
required by schooling or work. Research is showing that even those reading and
writing performances which seem genuinely flawed possess a history and a logic.
Such a perspective broadens considerably the population we think will be able to
attain complex literacy skills.

In the first part of the paper. I describe the literacy problems.that currently
appear to be the most serious impediments for young adults in their schooling and
the workplace. Then I review some recent research on literacy, work which
characterizes reading and writing as complex cognitive and social processes, and
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mention its implications for practice. In the next section, I discuss some of the
literacy skills involved in using intelligent tutoring systems, with reference in
particular to a tutor for teaching writing skills. Then follows a discussion of the
changing nature of texts and the literacy requirements that will accompany new
information technologies. I conclude with some recommendations for literacy
instruction in our age of new technologies.

A LTERACY CRISIS

Everywhere there are warnings of a literacy crisis in America. warnings
apparently butressed by striking evidence. In the language of the National
Commission on Excellence in Education [1],

* Some 23 million American adults are functionally illiterate by the simplest
tests of everyday reading, writing, and comprehension.

o The College Board's Scholastic Aptitude Tests (SATM demonstrate a virtually
unbroken decline from 1963 to 1980. Average verbal scores fell over 50 points
and average mathematics scores dropped nearly 40 points.

* Many 17-year-olds do not possess the "higher order" intellectual skills we
should expect of them. Nearly 40 percent cannot draw inferences from written
material; only one-fifth can write a persuasive essay....

• Business and military leaders complain that they are required to spend
millions of dollars on costly remedial education and training programs in such
basic skills as reading, writing, spelling, and computation ( p. 26).

Although such warnings about insufficient language skills are frequently made. along
with similar predictions about an illiteracy that is scientific or mathematical or
historical or cultural in nature, many of these figures are regularly questioned, and
their interpretation roundly debated. Indeed, the very language we have used to
describe the problem-- literacy as opposed to illteracy--is now recognized as an
inaccurate dichotomy. Most people are, in fact. illiterate in most areas of knowledge.
but literate in a few, while literacy skills can more accurately be viewed to form a
continuum. And though it is clear that some proportion of our U.S. population cannot
read or write at all. and thus might accurately be termed "illiterate," that percentage
is very low. Nor does the word illiteracy. with its connotation of an inability to sustain
an independent and satisfying life. do Justice to the ingenuity and attainments of
many citizens who don't read and write well.

I make all of these caveates about our country's literacy "crisis," not because I
believe there isn't one. or that we shouldn't be concerned about improving reading
and writing skills, but because it is important to be clear about how we define and
delimit the problem we most want to solve. I find some useful definitions and
distinctions in a recent report released by the National Assessment of Educational
Progress (NAEP. [21). NAEP tested a national sample of 3,600 young adults on a
range of test items representing typical written materials and information processing
demands: reading bus schedules and tax tables, filling out application forms and
check ledgers, deciphering road signs and grocery labels. According to this
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assessment, only an estimated five percent of the population functions below the
fourth grade level on literacy skills. However, around fifty percent of the nation's
young adults is projected to possess what Thomas Sticht called "mid-level" literacy,
skills which put them far above the literacy levels of preceding generations, but
discouragingly below the skills needed in an information processing age. Kirsch and
Jungeblut [21, the authors of the assessment report, concluded that:

It is clear from these data that "illiteracy' is not a major problem for
this population. It is also clear, however, that "literacy" is a
problem. Sizable numbers of individuals are estimated to perform
within the middle range on each of the scales. Within these broad
ranges. individuals are neither totally "illiterate" nor fully "literate"
for a technologically advanced society (p. 5).

In their review of the NAEP assessment data. Venezky. Kaestle. and Sum [3]
characterize the literacy crisis similarly. They see a subtle danger in the failure of
young adults to be competent problem solvers. For example, they point out that
respondents in the NAEP study did well so long as they were asked to identify a
single item of information from a prose passage and the language used to describe the
item in the question and the text were the same or almost the same. However. when
the information couldn't be derived from a single sentence, but rather had to be
drawn or inferred from several sentences or a passage, respondents did less well.
Similarly, respondents could use an index accurately when that process required only
one step, but were derailed by multi-step searches. Difficulty with items involving
computation also seemed to center on the complexity of print processing rather than
arithmetic operations alone. These NAEP data suggest that most young adults havedecent abilities when it comes to basic tasks, but fail to thrive when tasks require
more complex problem-solving. And among those who do poorly, a disproportionate
number are racial and ethnic minorities--Blacks and Hispanics. If current
demographic projections hold, the proportion of young adults who have insufficient
literacy skills will increase in future years.

There is a literacy problem in our country, then. but this problem isn't for most
young adults so much a crisis of "basic" skills--being able to decode individual words
and spell them correctly. It has to do. rather, with literacy put to more complex
purposes, as would seem fitting for a society in an information age. There is some
debate, however, about whether our technological society will continue to require
increasing numbers of future workers who possess high-level literacy skills. Some
argue that white collar jobs will be downgraded, and others, that white-collar jobswhich require problem-solving and adaptable learning are bound to increase. (See.
for example. Sticht [41). In a later section, I will suggest that new information
technologies have the potential to put more information into the hands of more
people, and that the mark of a literate person will Increasingly be measured by thecapability to manage that information in more sophisticated ways than we currently
are able. However, before discussing new conceptions of literacy suggested by these
technological advances. I'll review current theory on writing and reading.
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WRITING AND READING AS COGNITIVE AND SOCIAL PROCESSES

There has been much research in recent years on reading and writing as
cognitive acts. The work on reading characterizes this process as "constructive."
While it was formerly believed that reading consisted of recognizing one word, and
then another and another, and finally combining those words into meaningful
sentences and larger groupings, current theorists emphasize the degree to which
what a reader understands from a text greatly depends on the knowledge he or she
brings to the text. That knowledge includes general information about the world.
assumptions about the author's intentions, knowledge about genre and particular
discourse conventions. We once thought of texts merely as repositories of
information where any good reader would withdraw the same set of facts and
knowledge. The contrasting current view is that "a text is not so much a vessel
containing meaning as it is a source of partial information that enables a reader to use
already-possessed knowledge to determine the intended meaning" ([5] Becoming a
Nation of Readers. p. 8). Better readers connect the information in texts with the
knowledge they already have, while poorer readers may overemphasize the text or
their own knowledge. Unlike poorer readers, better readers are strategic. varying
how they read according to how difficult the text is, their purpose for reading, and
how much they know about the topic. And they monitor their own comprehension,
taking corrective action once they recognize that a text is not making sense.

Research on writing from a cognitive perspective views writing as a "problem-
solving" process. a process whereby writers *Wage in conscious cognitive and
linguistic behaviors [61. Researchers have fouild that writing consists of several main
processes--planning, transcribing text, and reviewing--and that these processes don't
occur In a particular order. Instead, one process can interrupt another- a writer can
stop to plan in the middle of transcribing a paragraph: a writer can begin to revise
before he has a word on the page. Better writers develop guiding plans for producing
texts that are flexible--amenable to revision. On the other hand, poorer writers don't
plan as much as they should and then don't want to discard plans they have
constructed even when those plans are dysfunctional. Bettei writers spend more
time improving the meaning of their texts, while novices are more likely to limit
themselves to changes that improve surface features such as spelling or word choice.

Most recently, theorists have begun to view reading and writing not only as
complex cognitive processes, but as processes embedded in particular contexts. This
view suggests that whatever skills we value as desirable literacy performances will
depend for their meaning and practice upon social institutions and conditions. It
makes sense, then, to think about writing not as a single process. but as a plurality.
What counts as good writing will vary, depending on the function that writing will
serve and the audience it is for. We are also beginning to think about learning to read
and write as enculturation into a community or a discipline. Being a good reader in a
literature class means, then, more than being able to decode sentences and to
summarize the content of an essay. It includes. in addition, learning the values and
ways of knowing that characterize the discourse of a particular community [7].

This research suggests some implications for practice. People most easily
acquire literacy in settings which provide authentic tasks and the scaffolding
necessary to accomplish reading and writing tasks that are too difficult to handle
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alone. One of the most important factors in literacy instruction for underprepared
students is a recognition that learners' performances, though they may seem very
flawed or idiosyncratic, possess a history and a logic. Learners are capable of much
more than our interpretation of their reading and writing performances lead us to
think. However, they are likely to bring misconceptions to literacy tasks

LITERACY AND INTELLIGENT TUTORING SYSTEMS

It's popular today to add new literacies to the list that educaZed citizens are
supposed to acquire, suchi as "computer" literacy Or knowing how to operate various
systems and to understand the functions that those systems can serve. I want to
discuss here, not the new computer skills that people must acquire if they are to
become literate or proficient at using intelligent tutoring systems, but the literacy
skills and literacy-related activities that users may engage In when learning to use
and when operating intelligent tutoring systems. I will refer particularly to a tutor for
teaching learners to correct errors in their writing.

There have been few efforts to build intelligent systems for teaching reading
and writing skills because of the formidable problem of natural language
understanding. A system which could process unrestriced input--which could, for
example. read any document and assess its propositional accuracy--Is a wonderful but
unattained (and some would argue unattainable) vision. However, there have been
several attempts to build systems which analyze written language in ways that can be
Instructionally useful to writers (e.g., WRITER's WORKBENCH [8]. CRITIQUE [91).

To build one such system. MINA (MIsconceptions are NAtural), I and otherresearchers at the University of Pittsburgh created'a taxonomy of the common errors
that young adult writers made in their writing and then constructed a program that
would identify some of those errors by flagging designated error patterns (101. Thesystem also contained a tutor which led users to consider their error patterns and
how they might correct them. Specifically, writers saw particular error patterns
highlighted in their own writing on the screen, and they were encouraged to use on-
line helps to identify and correct them. These helps included a set of written
examples and definitions and correction tips and also a speech synthesizer whereby
users could hear sentences read aloud. The system would also delimit the amount of
text a user had to scan in order to detect an error--first highlighting a few lines of
text as potentially errorful and then narrowing the highlighting to the actual errors.

Testing MINA with students revealed some interesting things about the process
of learning to correct errors. It showed us, for example, the fragility of knowledge
structures: students rarely acquired new rules about sentence construction cleanly
and robustly but learned through slow stages of successive approximation. We also
came to recognize that particular literacy skills were required to operate and learn
from the program, skills apart from the ones the program purported to teach. As
mentioned above, one of the help levels that our system offered was a set of
definitions and examples and tips. We took great care in constructing this
Information--avoiding grammatical terminology, using simple language in our
examples, linking one concept to another, predicting pitfalls common among
beginning writers. We found, however, that students used this help level infrequently
and poorly. One reason for this no doubt had to do with a general tendency on the "
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part of computer users to disregard on-line help. Another reason, however, centered
on poor reading skills. We noticed that when students took the time to read our help
files, they misread or misinterpreted much information. Another reason had to do
with users' simply not knowing how to use the help files--where to look for examples
or when to expect and seek more information.

As a result of these testing sessions, we came to think of our tutor differently.
It was not the case that we had created a self-contained and autonomous environment
in which users needed no skills to learn except those we had already provided the
scaffolding for. On the contrary, students brought with them to our tutor poor
learning skills acquired elsewhere, and these skills of course helped to determine
whether they would be successful with our tutor. Students were also faced with a
new learning environment--one that required them to be facile at locating relevant
information and to be metacognitively aware of when new information was required.
We came to think of our the activities surrounding the use of our tutor as comprising
a special kind of literacy event, the conventions for which could never be transparent
but which, rather, students would need to learn. In other words, in constructing our
tutor and in introducing it to users, we were more aware of the cognitive demands of
the tasks than the social context in which those demands are played out. I want to
argue for the importance of both in introducing users to intelligent tutoring systems,

THE CHANGING MATURE OF TEXTS:
HYPERTEXTS, HYPERMEDIA. AND NEW UTERACIES

So far I have limited my comments on literacy and computer tools to traditional
current views of reading and writing. However, with the advent of new information
technologies, the nature of texts is changing, and with those changes will come new
demands for complex literacy skills. For many years, when we have thought of texts,
we have had a particular kind of text in mind: a text written or printed on paper,
read from beginning to end. and'comprised mostly of words with perhaps
illustrations or graphics as augmentation. In the world of business and industry and
science, we have also expected expository texts to display particular kinds of logic
and reasoning. A characteristic of all books is that they are static: once it is printed.
a book doesn't change, and readers certainly don't have the opportunity to manipulate
its contents [11 ]. But with new information technologies--usually called hypertext
and hypermedla systems--our notions of what a text can be are changing, along with
our understanding of what it means to read and write.

Hypertexts are electronic documents that can be non-linear. That is. instead of
being read from beginning to end, as is customary with printed matter. hypertexts
allow a reader to chart his/her own path through information. One screen of a
hypertext document might be a conceptual map of the topics contained within the
document. One reader might, then. peruse this map and choose one starting place,
given his own interests and purposes in reading; another reader would most likely
explore the information in a different order. A hypertext can be non-linear in other
ways as well. Suppose, for example, that a reader comes upon a concept in the
course of reading that she needs further information about or a topic that she wants
to pursue. In an approrlately constructed hypertext, that reader could indicate her
decision, whereupon the screen would reopen or a new window would appear
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presenting the desired information. Imagine a film in the window or sound or an
animation or another graphic, and you have an example of hypermedia.

When technology enthusiasts talk about the advantages of hypertext and
hypermedla systems, they often mention "connectivity" [111. Such systems are well
suited for allowing writers to indicate connections among Ideas and readers to
explore those connections. They also praise the interactive nature of documents
created with such systems. It is possible, for example, for readers and authors to add
to and alter electronic texts in ways impossible with paper ones. Hypertexts can be
customized for different audiences. A hypertext of a textbook or training manual
could contain several versions of the same information, and a reader could select the
level of reading difficulty appropriate for him. People also think that hypermedla
offers the advantages associated with different modes of presenting information.
Certainly complex procedures can often be described through film or animation
rather than or in addition to text, for example.

Developers are beginning to create data bases in the form of hypertext and
hypermedia systems. Such data bases are particularly interesting to educators, who
see the potential to transform schooling by virtue of bringing information resources
to the classroom where that information can be manipulated and explored in ways
that haven't normally been possible previously. (See, for example, the hypermedia
projects on Shakespeare [121 and Steinbeck's Grapes of Wrath (131). Indeed, at the
center of the literacy activities that will characterize the exploration of data bases is
information management: deciding what information is Important, how to. synthesize
it, how to organize it, how to interpret it, how to represent it. The dream of
hypertext enthusiasts is not Just self-contained data bases, however, but electronic
access to all sources of information in museums and libraries and data bases and
publications of all kinds. The skills required to manage information in such a world
will be at a premium.

Research on the skills required to construct and process hypertexts is just
beginning [14). But it seems certain that these skills will differ from traditional
literacy skills and will exceed them in complexity. The skills required go far beyond
merely comprehending a single text or producing a coherent text for a single
audience; they also involve being able to select relevant information from abundant
resources and connect that information to other knowledge, possibly through
multiple modalities. It is discouraging, then, when we recall the recent NAEP data
on the literacy skills of young adults which suggests that the skills these respondents
were weak in were those that required more complex information processing, that
required, for example, multi-step procedures. On the other hand, we can be cheered
by the recent understandings of literacy, which give us some hints about the
transmission of reading and writing as cultural and cognitive skills, and recent
research on underprepared students, which suggests that their abilities exceed our
expecations.
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Technology Assessment: Policy and Methodological Issues
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ABSTRACT

How can we promote technology to its most effective use in training
environments? The paper will explore the role of technology assessment in
answering that question. Technology assessment will be defined, and its functions
and future will be contrasted with typical perceptions of evaluation. Technology
assessment divides into two major areas: (a) assessment of particular cases of the
technology, and (b) assessment of the collective set of applications and predictions
about future utility. Technical and practical problems in conducting either type of
TA will be discussed. Major issues involve the outcome measurement, use of
quality indicator models, the mixed models of assessment, the essential social
character of the assessment, and problems of reporting. Short-term and long-term
research and development implications will be suggested.

INTRODUCTION

How do we assess the utility of technology in training? How should
information be assembled, analyzed, and interpreted to promote defensible
decisions on the use of technology in training environments? In addressing these
questions, this paper focuses on the interplay between methodological and policy
issues. For at least five reasons, the term .ch.l..g assessment is deliberately
used instead of evaluation, a more common descriptor of the process described
above (see, for example, Alkin, Daillak & White, 1979). First, evaluation, as it
employed in education and training environments, connotes to many a relatively
narrow set of methodological choices. For instance, it is common to assume that
evaluations necessarily have certain features. Evaluations appear, for example, to
be empirical in nature and obligated to: (a) collect data using designs similar to
those employed in experiments, i.e., control groups, (b) use quantitative analysis as
the basis for inference, and (c) focus on summarizing and reducing data. Viewing
evaluation as bound by a relatively constrained methodology is an inaccurate but
relatively widespread perception. A second, venerable misunderstanding of
evaluation is the belief that its purposes are either summative or formative.
Believers in this analysis assign studies into either decision or program
improvement slots, as if such functions were mutually exclusive. A third, and
seriously limited conception of evaluation can be traced to the systems approach
underlying most evaluation models. Such models almost always focus exclusively
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on the performance of the intervention against relatively simple requirements (i.e.,
desired performance objectives). Fourth, evaluation studies normally apply to
individual cases, such as one tutor, rather than a class of technological uses and
functions (e.g., intelligent tutoring systems). When focused on one particular
specific implementation, evaluation purposes may also become suspect. Evaluation
is inferred to be a politically inspired process.

CHARACTERIST1CS OF TECHNOLOGY ASSESSMENT

Technology assessment should supplant evaluation if only to avoid the
enumerated liabilities of an older term. But the concept of technology assessment is
appropriate to our present discussion for a number of important, additional
reasons. Consider first that training technology itself differs fundamentally from
other instructional interventions. Technology is interactive, dynamic, and develops
rapidly, often in surprising leaps and directions. Paradoxically, the power of
technology continues to expand as its costs, with relatively small bubbles, continue
to drop. Thus, to think of technology as simply another delivery system,
comparable to lecture-discussion, is to miss the conceptual boat.

This analysis implies that decision-makers should not focus alone on short-
term yacht races between one instructional delivery system and another. When
new technology first gets built and evaluated, it usually fares poorly in comparison
to well-established practical alternatives, such as lectures and books. Thus, initial
effects are almost always underestimated. Rather, studies of technology must be
especially sensitive to the notion of technology-push (Glennan, 1967), the idea that
technology bumps up against the usual requirements-driven programs in odd and
unexpected ways. For what technology is almost guaranteed to do is to generate, by
its very existence, outcomes and applications that were not previously considered
by the training system, nor imagined by the technology designer. These new uses
may be mistakenly described as side effects, when, in fact, they may be the delayed
but central outcomes of the innovation. A critical element in technology assessment,
therefore, is identifying when these options represent powerful, useful approaches,
goals, or recombination or redefinitions of prior goals. As a corollary, new
technology, more than other sorts of innovation, should not be shut off because its
superiority on existing goals cannot be immediately demonstrated. For example,
one effect of designing tutors may be the development of technology to create new
kinds of human performance measures (Baker & Linn, 1985; Lesgold, Bonar & Ivill,
1988; Collins, 1987) and new ways of conceiving of performance tasks (Means &
Gott, 1988). It is possible that such practical and conceptual outcomes may be more
important than the adaptive wonders of instruction that particular intelligent
systems are purported to create. If we are to develop clear traces of the broad
utility of technology to meet training needs, studies must involve analyses far
beyond what the technology designer or any given set of trainees believes or
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experiences. Policymakers need to be involved actively and early to determine
which options should be highlighted, tracked, and ultimately ratified as bonafide
new goals and functions.

The detection of the unforeseen has fundamental costs that policymakers
should consider. These costs involve changing expectations about the purpose of
studies. Minimally implied are a period of suspended disbelief and a planned
commitment to the conduct and analysis of a network of studies of individual cases
of technology. Because it takes time to execute such studies, they cannot be the sole
initiative of an individual with only a limited period of assignment. Some larger,
longer-term policy must be put in place. To reiterate, the purposes of such
investigations focus on not only the differential impact of particular instances-tutor
A versus option B-for particular tasks, but the larger and more important task of
forecasting the utility of a class of technology. Thus, the explicit goals of technology
assessment are dual: the case, usually against a specific training requirement; and
the. class,, forecast for known and uncertain future requirements.

There is an additional, methodological nuance of the term asssmn. It also
implies a broader conception than typical product evaluations, specifically attention
to multiple measures of input, context, and conditions of implementation, as well as
to specific requirement-driven and unforeseen outcomes. The goal of such activity
is to develop training quality indicators that provide composite estimates of
variables and the relationships among them, much as economic indicators provide
composite descriptions/forecasts. This indicator assessment perspective, by the
way, is apparently useful to state policymakers, legislators, governors, and
educational boards and superintendents, as they try to determine systematically
and longitudinally the systemic consequences of policy changes to improve the
quality of precollegiate educational services. (See, for instance, U.S. Department of
Education Office of Educational Research and Improvement, 1988). Note that
multiple indicator development is a natural opportunity for collaboration among
branches and services that assess technology. Yet, full-blown technology quality
indicator systems are still a long way off. Many specific problems must first be
addressed.

TECHNICAL AND PRACTICAL PROBLEMS

This section of the paper addresses a litany of some of the major practical and
technical issues that must be confronted to improve the information base for
decision-making in technology and training.
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Outcome Measurement

Even the most limited assessment needs high quality outcome data to
contribute to judgments of present and predicted impact. Relatively few studies of
intelligent systems use outcome data of any sort (Anderson, in press, is an
exception). Other designers describe system goals for learners and then, at best,
measure a proxy of performance. In two studies of tutors at UCLA (Baker,
Aschbacher, Feifer, Bradley & Herman, 1985), we attempted to design, using
domain-referenced procedures, measures of only those goals articulated by the
designers. For example, in a study of WEST, we developed measures of
computational skill, referenced to the universe of problems that students
confronted, as well as measures of game strategy, an articulated but surprisingly
unmeasured outcome. It is our view that outcome- measurement of complex
training goals is so important that it cannot be left- to the designer alone to
accomplish. Designers do not always work with teams who have measurement
experience, so expertise may be missing. Secondly, important training outcomes
need multiple measurement across time and conditions to consider effects beyond
the short-term achievement of the training goal. These dimensions include
retention, robustness of performance across field conditions, transfer, and
assessment of underlying constructs to facilitate cross training, to name of few.

New developments in performance assessment lean heavily on trainee-
generated performance, or constructed responses, using constructs from cognitive
learning theory to derive scoring attributes (Glaser, in press; Baker, in press). The
major message of this development is that measures must map back to
characteristics of learning, i.e., elaboration, schema, and problem detection. Such
approaches are partially validated by using expert-novice distinctions. This
concern with the close relationship between learning and measurement conditions*
contrasts strongly with the majority of current outcome testing practice, where
convenience and simplicity of test formats strongly influence what we are able to
say about student performance. A second direction in performance assessment
(Baker & O'Neil, 1989) involves improved, more sensitive ways to select and train
judges of performance. No longer is simple designation as a subject matter expert,
for instance, sufficient to assure reliable and valid assessment.

Mixed Models of Assessment

Remember that the term evaluation still calls up for many the specter of a
single, monolithic methodology, largely social science derived, experimental, and
quantitative in nature. That view may have accurately characterized the majority
of social science research twenty years ago, but only accounts for a limited
proportion of current effort. It is true that the field of evaluation a dozen years ago
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was fractionated into methodological camps, with lines drawn between quantitative
experimentalists and qualitative interpreters. However, at present, we have
glasnost, a more balanced blend of eclectic methodology. For example, it is common
to mix relatively objective forms of performance assessment with qualitative
analyses of protocols of trainee thinking (Feifer, 1989). Intensive descriptious of
processes-for instance, knowledge engineering (Baker, Novak & Slawson, 1989)-
and understanding queries in natural language systems (Baker & Lindheim, 1988),
can be combined with surveys, and more traditional test forms to provide a more
complete explanation for findings.

Thus, dichotomies such as cognitive versus behavioral, qualitative versus
quantitative, descriptive versus experimental, and formative versus summative no
longer present real choices. Rather, methods are selected to provide insights as
appropriate and to provide .multiple measurement of the same construct- a fact that
is desirable both for the development of indicators, and for the conduc.t of serious
validation studies.

Social Character of Assessment

When enumerating misunderstood issues in evaluation at the outset of this
paper, the inferred political impetus of evaluation was briefly described. The
evaluatee believes evaluation is an instrument of aggression (for evaluation occurs
when someone has a problem). Program managers, on the other hand, may use
evaluation defensively. They primarily may be interested in it as a defense against
future assaults, rather than in the information it provides about innovation. Most
efforts at assessment or evaluation provoke some level of resistance, resentment, or
defensiveness. No one really believes the slogan "we're here to help," and they are
often correct. Over and above usual paranoia, there are. issues in the social context
of new technology assessment that deserve comment, since much assessment is a
social as well as a technical enterprise. One issue is: Who does the assessment for
what ostensible purpose? If the designer is responsible for assessment, one is not
only limited to a particular vision, but also inevitably confronted with self-interest.
Furthermore, designers are more committed to the task of creating systems than to
creating systems that result in demonstrable trainee outcomes. Particularly in
computer-based technologies, the tiick is to make a system run according to
prediction. The importance of process is highlighted in an article by Cohen and
Howe (1988). As they describe evaluation, it is limited to an expert review of the
quality or process of research efforts. This article was especially heartening for me
because it confirmed an earlier conclusion about the distinctions among expectations
of high technology researchers, program managers, and evaluation and assessment
professionals, and the resulting social complexity of getting the job done.
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In emerging fields, researchers may propose to create a training system,
program managers may think that's what they bought, and those charged with

assessment may assume that training outcomes should be measured. In fact, the
likelihood of strong outcome measurement increases only with the maturity of the

technology. With nascent technology, the designer's claims and focus on a training

system may simply provide constraints on the selection of a research problem. The

researcher may say, and believe, that the chosen task is to develop an intelligent
tutor to teach specific outcomes. But what the researcher may mean is that
research will be conducted on an interesting part of the problem of developing a
tutor. Researchers are not the same as training system developers, and this fact is
demonstrated recurrently by the number of partial systems: tutors without student
models, tutors, with wonderful diagnostic capability, tutors without pedagogical
modules. Awareness and understanding of the various contexts and subtexts of
communication among researchers, managers, and assessors may allow some form
of collaborative assessment to work. It is also undoubtedly useful to program
managers to anderstand underlying messages, particularly when they may have
obtained priority for funding a particular technology program with a promise of a
product for an actual training sytem. Tolerance fb.'exploratory-behavior seems to
be directly related to size of budget.

A second, more obvious difficulty, especially within newly emerging fields, is
the insider/outsider problem. We are experiencing this phenomenon in our DARPA
project on assessing Al systems. Expertise and expectations differ, suspicions
abound, not only between measurement specialists and Al researchers, but among
linguists, psychologists, and Alers, and within the Al community between devotees
of one or another approach. We have tried numbers of options to bridge the
communication and knowledge gaps, including hiring Al people, providing
incentives, using consecutive translation, and throwing ourselves on the mercies of
friends. The trade-off here again is objectivity and detachment versus credibility
and insight. A solution, of course, is to train people who become proponents and
experts in the assessment of technology, but that will only happen when the
technology has a surplus of researchers-a self-contradictory state when the focus is
new technology. Yet, collaborative teams at UCLA, at LRDC, and elsewhere are at
Work. How they forge successes should be an interesting story.

A final, and overlooked, area is the nature of reporting useful information for
various levels of program and policy decisions. The identification of the full range
of audiences is a critical point, as is the understanding that any data or conclusions
can be used or misused against you. The challenge is to find ways of communication
that will contextualize results appropriately, without endless qualification, reams of
tables, or micromud descriptions that put off all but the most devoted reader. One
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area of general interest is trying to get a handle on the report users' mental models
and effective decision options. If we could apply what we know from cognitive
psychology to assist sophisticated decision-makers process and integrate assessment
findings, we would develop clues related to what information was most relevant.
Furthermore, one might expect that such report readers might themselves need a
modicum of training so that we could assure that more than one reader would reach
the same set of conclusions given similar findings.

RESEARCH AND DEVELOPMENT IMPLICATIONS

Short Term R & D

The issue enumeration above leads directly to some recommendations for R&D
activities to advance the field. First, in the general area of technology assessment of
intelligent tutoring systems, it will be important to categorize systematically the
existing and developing Defense supported tutors by attributes, technical pproach,
and training tasks. UCLA has undertaken this task for DARPA in the area of natural
language (NL) understanding systems and has a created a sourcebook of the
problem types that natural language systems address (Read, Dyer, Baker & Butler,
1989). Reviews of the utility of this sourcebook by researchers in the field have
been very positive. The NL sourcebook is also available for use in a database form
which can be updated.

A second short-term project involves the creation of advisory or assessment
authoring systems particularly suited to technology problems. A prototype system
has been developed at UCLA on the narrow problem of reliability for criterion
referenced tests, and costs for a library of such aids are relatively small.

A third activity might be a case study analysis of an attempt at class-oriented
technology assessment of ITSs, using naturally occurring and planned assessments.

Fourth, decision-maker mental model research could be conducted to provide

better understanding of assessment requirements.

Long-term Studies

The design of seriously planned embedded assessment systems that includes
the full range of input, process, and outcome data, such as individual differences,
process, trainee performance, retention, and transfer data could be undertaken in a
long-term study.
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SUMMARY
This paper introduced the topic of technology assessment and tried to

illustrate the benefits of a broader policy-sensitive approach. Specific problems in
data quality models and social context of assessment were discussed. Finally, R&D
options in this area were provided.
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